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Welcome 10 Si 
there’s been a 


itt Something’s afvot in the Hive 
1 of dyin’, and there's no dark to it 
but somebody's responsible. Barmies have been get 
tin’ put in the dead-book, and the chant is that some af them are coming back 
Somebody'd better look into things. and do it soon! 


AN 
IN*#RODUC+ION 


BACKGR®UND 


In the burg of Plague-Mort there's a band 
of prime-material 


called the 
Mhuminated. 
They're cup: 
tained by a sorverer 
known as Green Mar 
vent, an ambitious cutter with a 
long list of things he wants to do, He's working {0 take over Plague-Mort 
anyone can tell you that = but 50 interested in Sigil 
Marvent’s discovered that the factions’ krieystanz. ~ or “undeclared war 
{the key to i all, He figures that the way to set to the factions is to set his men 
treat the factols, Marven iM 
agents in the factions, but most of his plants were discovered, Only his agents 
guard survived. 
1 what he needs are agents who truly believe in the 


charm and domination spells 10 create 


in the Dead and the Do 


Marvent's decided 1 
cause they are joining, but who'll turn stag when so ordered, He's hit upon a 
and bubbers of the 
Hive = and sending them to join factions. The sods aren't even told that they're 
working for Marvent; they think they've died and been given a chance 10 set 
tings right the second time around. After all, there’s no better agent than the 


scheme of using people who won't be missed ~ the barmic 


5 est even know he is one 
THIS is +e CREED Marvent’s most trusted agent, a wizard called the Shadowknave 
NA+E searches the Hive and “kills” harmies who might be restored to sanity 
oF +4 ) ED — 

ILLUMINA+EC His cutter in the Dustmen, Toranna the Gray, looks out for any bubber 
+@ RULE WHA+ WE CAN or barmy coming in 10 the Mortuary and makes sure the sod’s body is 
’ @ON+ROL w cremated in the Elemental Plane of Fire. Bur instead of being inciner: 
WE CAN’ RULE: ated, the bodies arrive at an abandoned efreeti palace that serves as Mar 
fe F vent’s base in the Elemental Plane of Fire, There, Marvent’s men revive 

10 +@ DESHROY WHA+ the barmies the Shadowknave sent them by dispelling his feign death. 
WE cane CON+R@L From the Citadel of Fire, Marvent’s men send the restored, repro: 


grammed barmies back to Sigil via a second portal in the city’s Lower 

— GREEN MARVEN+ Wand. The sods preiend to be newly arrived primes, and seck out a faction and 
join it as previously instructed. Marvent’s had his plan in operation for a couple 
‘of months now, and so far no one’s tumbled 10 it 


ADVEN+URE SUMMARY 


The player characters (PCs) begin the adventure in the city of Sigil, at the center 
of all planes. To get things moving, the party is hired or ordered to enter the 
warrenlike slum known as the Hive In search of a madman named Eliath, who 
ha PCs" employers want. 

In Chapter 1, the PCs encounter a variety of the Hive’s denizens in their 


ww 


search for Eliath. They discover 
that bubbers and barmies have been tumn- 
ing up dead in the streets. Unfortunately, Eliath is 
‘one of them. Complications arise as the local factions, 
the Bleak Cabal and the Xaositects, take notice of the 
party and link them fo the disappearances. Eventually the 
PCs discover that the Dustmen disposed of Eliath in the El 
‘mental Plane of Fire, which is where all barmies are usually 
cremated. 

In Chapter U1, the party learns that Eliath was seen in a tavern called the Black 
Sail, in the company of the Doomguard, Even more confusing ts the fact that Eliath now 
ppears to be a zealous member of the Doomguard faction. Eliath insi 
arrived prime, but when questioned, the PCs discover that he wats “rei 
from “beyond the Eternal Bourndary” to make amends by becoming a Doomguard. Chapter if concludes as 
the PCs investigate the Mortuary, looking for evidence that Eliath to someplace besides the Ele 
mental Plane of Fire, They find none — Eliath was interred in the flames. But they do find a conspiracy at 
‘work that sends barmnies through the Mortuary with the help of someone on the inside. 

In Chapter IJ, the player characters follow Etiath’s trail into the Elemental Plane of Fire. There they 
‘unravel a great hoax. The bubbers and barn dying off were only drugged and sent to a 
receiving station operated by Green Maryent’s merc PCs can undo Mar 


s that he is a newly 
arnated” and sent back 


es who have b 


PREPARING FOR PLAY 


To properly nun The Eternal Boundary in the spirit it's intended, Dungeon Master (DM) should be fan: 
Jar with the Ptawescaey™ Campaign Setting ~ specifically with Sigil, the factions, and the Elemental Plane 
of Fire, Although this adventure can be run by a DM who's not familiar with the Piaxtscare setting, it 
‘would lose a lot of its lavor and planar ambience. Throughout the adventure 
amber: this is text to read oF paraphrase to players. tems with diamonds (#) 
only. There are also special DM Nor scattered throughout the text 

The Eternal Boundary is designed for a party of four to six characters of Ist to 3rd S@®ME CU++ER’S 
levels. the players are clever they can avoid most of the fights in the adventureand = GIVING US +e LAUGH 
engage In some exciting role-playing. Reward player characters for thinking as well 1 oe we LHINK. ne 


ia nalog thelr avorde 
This adventure assumes that some ofthe characters belong to a faction (as = PU+HING @Uk BARES 
w+ue DEAD BOOK? 


detailed in the ign setting), but that’s not necessary. If none of 
ters has joined a faction, use the alternate Nonfaction Start, or provide a short adventure to 

allow the players the opportunity to join a faction before playing The Eternal Boundary. — FAC+@L LHAR 

DM Nor: The Eternal Boundary can be enhanced for more powerful parties by increasing the 

strength and numbers of the enemies the PCs meet, Specifically, all Faction muscle the PCs meet should be 

fighters a level or two lower than the PCs, and elite wa yguards are fighters of about the 

PCs levels, Leader NPCs such as the Sha should be two to three levels 

higher c a jortuary should be a challenge as well. Use more 

up. Under no circum: 


is italicized text in 
Instructions to the DM 


FACTIONS 


Needless to say, several of the planar factions will be involved in the adventure. Finding out which faction 
knows what and getting them to part with that information is a significant aspect of the excursion. Most 
factions have no real involvement in the events. For example, the Transcendental Order isn’t interested in 
the deaths of people who are cateless of their minds or bodies. Other neutral factions include the Athar, Be- 
ers of the Source, the Doomuard, the Fated, the Free League, the Revolutionary League, and the Sign 
‘of One, However, even the Ciphers will take note when the dead barmies return to infiltrate their faction. 


THE BLEAK CABAL 


Someone is killing barmies on the Bleakers’ turf. A dedicated effort to put barmies in the dead-book indi~ 
cates a motive of some kind, which imparts meaning to these deaths. The Bleakers resent the idea of 


someone killing their barmies for a reason, and they want it 
to stop. 

When the barmies return, the Cabal learns that the 
‘meaningless insanity of these poor sods has been replaced by 
loathsome purpose. Someone’s giving the laugh to everything 
the Cabal stands for, and they won't take that 

‘Aura; The Cabal watches anyone who might have a 
connection with the deaths. Larer in the adventure, the Bleak- 
ces play for keeps. They send assassins after anyone con- 

‘ed with the abduction of barmies. Depending on how the 
PCs handle themselves in Chapter I, they may be on the Bleak 
Cal's list. 


THE DUS+MEN 


The Dead are pleasantly surprised by the increase in business, 
AL last! Those poor barmies are getting the peace they de- 
serve, Some cutter’s doing the Dead a great service. Two 
things will change their attitude though: when they find out 
that their headquarters are being used as part of someone's 
plot, and when they find out that those barmies aren't nearly 
‘as dead as they ought 10 be. 

Auivnne To begin with, the Dustmen have no agenda: as 
far us they ean see, nothing is wrong, If they are accused of 
icing involved, the Dustmen deny the charges and defend 
themselves If more direct measures are taken. Later on, the 
Dustmen develop a re 


0 shut down the abductions. 
Ifthe PCs are caught in the Mortuary, 
things could get very interesting, - 


THE GUVNERS, 
+HE HARMO@NIUM, 
AND +HE MERCYKILLERS 


All of these factions share an interest in upholding. the laws 
‘of the city, Clearly. laws ate being broken and crimes corimit- 
ted by those who are killing the barmies in the Hive. Each of 
these factions has a slightly different attitude, but they agree 
‘that the killings need to stop right now. 
‘Autos These factions want to Find out who is killing, 
bvarmies and bring hitn, her, i. or them to justice. The Harmo- 
lum scours the Hive In search of suspects. The Mercykillers 
insert teams of assassins 10 bring, them to justice. The PCs 
may become suspects if they are in the wrong place at the 
wrong time, 


S@CIE+Y OF SENSATION 


The Sensates are concerned because some of the bubbers 

ing up dead have been members of their own faction. In 
fact, they're inclined to regard the whole thing as an attack 
‘on their faction, When word gets out that some of the bub 
hers and barmies jurned, the Sensates stop at nothing 
to recover any of their members who have had their memo- 
ries altered. The Society is an easygoing faction, but a delib- 
crate mind-wiping of one of their own is the foulest crime 
imaginable. 


oroe: They want to stop the killings and make the 
Hive safe for Sensates again. They keep a close eye on the 
Dustmen and Xaositects; this looks like their work, It's clear 
to the Sensates that another faction is responsible for this 
plot, and that the sfoal of the plot is to weaken the Society. 
PCs belonging to any faction connected with the disappear- 
ances may be held responsible by the Sensates, 


KA@SIFECHS 


The Chaosmen are annoyed that someone is poaching on 
their turf. They blame the Dusimen, The Chaosmen don't 
want to sce 100 many more of the barmies die off, since in- 
sanity is so wonderfully chaotic. Then again, unexplained 
deaths agitate things too. They fxgure they'll just keep an eye 
‘on what's happening, 

When the Chaosmen learn that the barmies are returning 
and joining factions, they're delighted. Somebody is clearly 
working to destabilize Sigil, and things have been dull and 
routine for too long. Factional feuds make Sigil a more 
chaotic place, and what could be better than that? 

Avent: The Chaosmen watch the situation closely. 
They're undecided about whether they'll miss the harmies, Dut 
they want whoever is responsible to at least ask before tam: 
pring with Chaos turf. As the faction conflicts fare up, the 
Chaosmen fan the flames by inciting open fighting. 


N@NPLAYER 
CHARAC+ERS (NPCS) 


DERI@CH YSARL 


Female Human Manar 
Sth-level Mage, Bleak Cabal 


Chaotic Evil 
sy 8 im 7 HP 
Dex 15 Wis 13 ac 4 
Con Cha 14 THACD 19 


Lown Ring af protection +1. dagger +2. potion of fying. 
potion of undead control, wand of paralyzation (13 charges), 
14 pp. 33 ip. 15 9p. 

Srraae: Derloch has 1 attack, and she has an armor spell in 
effect, Her memorized spells are burning hands, charm per= 
son, jumip, magic missile: invisibility, web: and suggestion. 


Derioch isn’t a young woman ~ she’s in her forties, and each 
year has left its mark on her face, She's seen things that no 
Sod should, and despair sits on her shoulders like a cloak. No 
fone knows what made Derioch into the gloomy sod she is 
today, but anyone in the Hive can tell you that she's been 
around the Cage for a long. time, 

Derioeh’s only joy is to advance her faction’s eause, She 
can be heartless at times, though she doesn’t go out of her 
way to cause pain. She's assigned to watch the PCs early in 
the adventure, and as time goes by she begins @ witch hunt ta 
prove that the PCs are responsible for the killings. 


tae 


THE SHADOWKNAVE 


Male Half-elf Prime 
6th-level Mage, IMluminated 
Neutral Evil 


sw 10 im 18 HP 6 
Dex 17 Wis 13 AC 0 
Con 12 Cha 15 THACO 19 


over: Cloak of displacement, bracers of defense (AC 5), 
dagger +1, 2 dants of homing, wand of fear (17 charges). 6 pp 
21 gp, 26 sp, two 100-gp emeralds 

Svicin: Shadowknave has 1 attack, and he has the following 
spells memorized: change self charm person, phantasmal 
Jorce, sleep: invisibility, scare; feign death, stow: 


The Shadowknave is a dark-haired half-elf who dresses 
tight-fitting, black clothing. He's a small, graceful fellow wi 
roquish good looks and a dark turn of humor. I's said that 
the Knaye conceals his true name from friends and enemies 
alike, believing that the wrong cutter could yet him Lost by 
using the power of his nam 

The Shadowknave showed up jn the Cage a year ago. 
One of Marvent’s first reeruits, he’s proved to be one of the 
Green Mage’s most resourceful cutters. When Marvent fin 
ished his fist lookabout in Sigil, he feft the Shadowknave be- 
hind to learn the dark of things. 

For six weeks nov, the Knave’s been running the Sigil 
cen of Marvert’s plan, 1s his job to find barmies or bubbers 
‘who have some potential and yet them to the Rock. When the 
PCs begin to follow his trail, the Knave tries to throw them 
off the scent, at first by working to blame a rival faction. If 
that doesn’t work, the Shadowknave arranges for them to 
take a tip to the Eternal Boundary themselves 


M@RDRIGAARZ ANFILL 


Male Human Pl 
‘uh-level Fighter, X 
onic Neutral 


Si 18/39 In 10 we o29 
Dex Wis 9 ac 2 
Con 15 Cha 12 THACO 17 


flours: Field plate armor, two-handed sword +1, dager. 
light crossbow, 12 bolts, 1 bolt +2. 1 potion of healing. 3 

3 gp. 22. sp, 50-Kp opal, 75-xp ring 

Secu: Mordrigaare is a specialist with the two-handed 
sword, He has 1 attack (3/2 with his sword). He also special 
izes In punching, and gains an extra attack in bare-knuckle 
fighting 


Mordrigaarz is a muscle-bound basher who was raised in the 
burg of Xuos. As a young man, he came to Sigil seeking, ad~ 
venture and fell in with the Chaosmen, He's not such a bid 
cutter, but like a lot of his fellows be tends to leap before he 
looks. Mordrigaarz loves a good brawl and often goes out of 
his way to start one, 

Mordrigaarz is the basher who's been told to find out 
who's moving on Xaositect turf and get them to stop. He's 
randomly thrashing anyone he thinks doesn't belong in the 
Hive. Sooner or later, he'll have thrashed the cutter responsi 
bile, right? 

If the PCs can offer solid evidence that they're not 
volved and someone else is, Mordrigaarz could become an 
ally. He wants to pound someone for what's been going on, 
‘and if the PCs point him in the right direction, well 


T@RANNA +HE GRAY 


Prime 
est of Cyric, Muminated 


ral fivil 
su 15 ima wooo 
Dex 10 Wis 16 Ac 4 
Con 12 Ou 13 THACO 18 


Foumwer Chain mail armor, ring of protection +1, mace +2, 
sling, 20 bullets, porion of invisibility, 19 gp, 43 sp, three 50 
gp diamonds, 

Srocial: Torann: 


-k, and she is a priestess of Cyrie, 
from the Fonaortes 
ny. She has the following. spells mem 

tect magic, cause fear: ald, hold 


the god of death, lies, and murde 
ReAuMy® campaign set 


Tall and athletic, Toranna’s a striking woman with a moody 
personality, She was born on a prime world called Tori, and 
arrived on the planes when a wizard’s spell went ast 
Torantia landed in Plague-Mort, and had a few close scrapes 
before she fell in with the tHluminated. She's one of Marvent's 
‘newest agents, and she's learning fast. 

Toranna’s decided that Cyric’s cause is best served by 
rising. high in the tiluminated. For now, the best way to do 
is to follow onders and to get things done with ruthless 
efficiency. She understands that this is an important job for 
her, so she will go to almost any lengths to keep her cover 

id keep the portal to the Rock open. 
So far, none of the Dustmen have tumbled to Toranna’s 
ruse, After all, she is a priestess af a power of death, and she 
is careful to fulfill all of her obligations as 
a Dustman. She keeps in 
touch with the Shad 
owknave hy courier, 
and when the PCs start 
etting underfoot, she'll 
be watching them, Torannia 
tries to convince the Dustmen that the PCs. 
are enemies of the faction and that they are 
stetting ready to frame the Dustmen for the 

armies’ deaths. 


Female Githzerai Planar 
Sth-level Fighter/Sth-level Mage, ttluminated 


Lawful Evil 

sn 4 tm 17 uP 24 
Dex M1 Wis 13 AP 
Con 15 Cha 13 THACO 16 


Eyuinjowr: Leather armor +3, long sword +1, 2 daggers, light 
crossbow, 20 quarrels, boots of levitation, 44 ip, 37 sp, 25-xp 
opal. 

Shicisi: Imogen has 1 attack and has memorized burning 
hands, light, magic missile, shield; blur, webs and wraithform, 


Imogen is a tall, lean githzerai who's so thin it seems she dis- 
‘appears when she turns sideways. Her personality matehes 
her appearance ~ she's quiet and withdrawn, sharing her 
thoughts with no one. In a room full of people, Imogen van 
ishes Into anonymity, She's got few friends and few enemies. 

Imogen is a native of Plague-Mort, having lived most of 
her life there. She decided she didn't much care for the 
kriegstanz of the factions, and fell in with the tIluminated, 
She's the first of Green Marvent’s planar recruits, and has 
proven to be quite reliable. 

Imogen commands the garrison of the Citadel of Fire and 
supervises the reprogramming of the bubbers and barmics, 
She's tough to fool and unlikely to fall for any bluff oF ruse 
the PCs devise, since she knows the timetable and personne! 
of the entire operation. 


I+ BEGINS 


‘The adventure begins when one of the PCs is ordered or hired 
to find a barmy named Eliath in the Hive of Sigil. The DM 
should select one or two PCs who belong to a faction: a 
member of any faction except the Xaositects, Dustmen, oF 
Bleak Cabal is ideal. This Faction PC is then used as the active 
character in “Faction Start,” below. 

If none of the PCs belongs to a desirable faction, use the 
“Nonfaction Start” below. The DM can dangle whatever bait 
is necessary to get the players interested in finding Eliath in 
the Hive. The search for Etinth is just an excuse to get the PCs 
into the Hive, where they learn of the rash of deaths among 
the barmies. 

DM Nort: Ifthe PCs are joining the PLaNescare campaign 
{rom another campaign world, the DM will need to devise a 
story linking them to the happenings in Sigil The city’s por- 
tuls are an excellent mechanism For getting the player char- 
acters into Sigil, 


FACT+ION StAR+ 


Ifa PC belongs to a faction, he receives instructions to find 
Eliath and bring him to the headquarters, Read or summarize 
the following to the players. 

It's curious. but you've been summoned to Juction head- 
quarters, It's. a gray and cold morning, with a miserable driz~ 
2le falling. Inside you get sent 10 sce Bendon Mave. a high-vp 


‘man who's nest 0 the factol. Bendon’s a sharp cutter who 
‘made his name as a hirespell in the Outlands before coming 10 
Sigil. A rifling with coal-black eves and pointed ears, he has 
«bit of the fiend in him, but you know ~ oF at feast you think 
yaw know ~ he's a trusty hood, Bendon shows yw nto his 
chambers and shuts the door. “Here's the chant.” he beains 
“There's this haemy named Eliath wanderin’ about tu the 
Hive. He doesn’t know it, but he’s got the dark of something 
we want, He holds the key for a portal that’s said ta lead 
someplace real interesting, Can you go have a laokahout for 
‘nim? You'l be cut in om the prnfits.” 

Bendon Maw! (Pl) (/Wa/var/var) is leveling with the 
PCs: another faction member found references in a library 10 
a portal leading to the Isle of Black Trees, a legendary demi- 
plane ereated by a prime wizard. I's rumored to hide great 
‘reasure, but its location is unknown, Most planar characters 
have heard of the Isle of Black Trees, but dismiss it as a trav~ 
eler’s tale. 

Bendon expects the PC to agree to track down Eliath 
without too much argument. If the player isn’t convinced, 
Bendon offers a bonus of 200 gp and a chance to be in the 
search party that explores the Isle. Bendon thinks that Ellath 
may know where the portal leads, because he was the last 
person to have researched the books in question, three years 
ago, and it’s known that he disappeared for more than a year 
right after that, 

Bendon describes Eliamth as “A short, wity fellow who's 
missed a few meals too many. Last | heard, he was wearin’ his 
tattered blue wizard’s robes. His hair's white, and he squints 
“cause he’s nearsighted,” 


NONFAC+ION StAR+ 


If none of the PCs belong to a faction, assume that they are 
relaxing in one of Sigil’s many taverns when they receive an 
offer of employment. 

On a cold, gray day, you are sitting in a tavern knawn 
‘as the Sign of the Crooked Sword, trading tales hy the fire tw 
pass the time antil something interesting happens. A broad: 
shouldered dwarf in the colars of the Siqners approaches and 
introduces himself as Gedramak lronfist, "I hear ye're 
Jookin" for some jink,~ he says quietly. “Well, 1 got a job as 
needs doin: I'm lookin’ for a barmy, name of Eliath, whe 
sight be found in the Hive, Bring'm to me au itt be worth 
yer white,” 

Gedramak (Pr/d/F5/T6/S0/NG) represents the Sign of 
One. who have discovered scrolls describing the Isle of Black 
Trees. The Signers aren't well liked by the Bleak Cabal, and 
hhope that by going through intermediaries (the PCs), they can 
get to Fliath without starting a feud, 

Gedramak is carefl with the details. He describes Eliath, 
‘but figures that the less the PCS know, the better, He assures 
them that Eliath won't be hurt, the Signers only want to 
question him. He’s willing to pay tp to 300 gp for the job, 
Gedramak also offers assistance for healing, information, or 
about anything else the PCs need — whatever it takes to set 
the PCs to accept the job. 

Once the PCs have accepted, Gedramak tells them to 
bring Eliath to the Crooked Sword, unharmed. He plans on 
keeping an eye out for them, and will be in the area if they 
have troubles. 


o7e 


Now thar the PCs have a mission, they're ready 10 

fae 

ters venture “Into the Hive.” Their first foray into 

the ward will bring them encounters called “The 

Dancing Man.” “The Collectors,” and ~The Bleakers.” The DM can run these en. 

counters in any order, or even substitute additional encounters as red herrings 
for color. If the PCs wander around the Hive long 

they'll eventually encounter “A Shadew in Si 

I: OF course, the longer it takes them to track down Eliathy 

. 


Hive of Sigil, In this chapter, the charac 


about at random, putting the word on 
the street, or asking for help from the Bleak Cabal or the 
Xaositects (an m for Chaosmen). 
Asking the Bleak Cabal for help is 
the quick way 
through this 
chapter. The 
PCs spend a day 
at the Gate 
house, while the 
Bleakers check their list 
‘of barmies, Derioch Ysael is 
helpful. The Cabal still watch the PCs, but they'll 
leave them alone. Run all the encounters ex 
cept "The Bleakers” and “The Chaosmen” as 
chance meetings during, the PCS’ trip to the 
ch 
All other search methods will take two to three days, allowing the PCs 
to encounter all the events in this chapter eventually. I the PCs wander 
Wleakers and the Chaosmen don’t like people 
roaming about in the Hive, and a fight is likely to occur when they corner the 
PCs and demand answers. Asking the Xaesitects for help, although futile be 
cause they don't keep track of barmies, will cause the Chaosmen to be less hoy: 
tile since the PCs were polite enough 10 ask for thelr help first. Putting the word 
nthe street will coast the heres some jink as they work the taverns and bey 
ars for news. However, if the Bleakers come to the PCS in response (0 their in 
quiries, Detioch has a neutral attitude, and can be persuaded 40 help the party, 
Eliath or played through all ¢ 
I: The Mortuary, If the players 
Het stumped, they will be visited by Bendon Maw! or Gedramak, who will 
the X 18 oF the Ble 


use and back, 


Once the party has given up looki 


‘encounters in this chapter, mave on to Chap 


point then ers for information about doings in 


the Hive 


BEA+ I+, BERK! 
THERE'S « BRACE #* HARDHEADS IN+@® +HE HIVE 


C@MING +HI 


WAY. at The Hive is a sprawling slum of nameless streets that wind 


ANY BUBBERS seusine FR about like worms, and crowded tenements that run like rat burrows for 
dreds of yards. A detailed map of the Hive and a list of its denizens 


IBA LL SCRASGED ‘yond the scope of this adventure. What the players really need to 


= SLIG “HHE CHEAPSHER' know about the Hive is the mood of the place, along with a few chance 
‘en mis DAILY RUN ings to keep them on their toes. 


Refer to Map One, on the gatefold cover. This is a general 
+HROUGH +ne HIVE overview of the Hive, with a few sites of interest noted. There's nothing secret 
on this map, and the DM should show it to the players. The noted locations 
will give the party places to search, When the players first enter the Hive, read 

ormation for them 


+8e 


a 


The Hive sp 


urrounding you in a gray warren 


wis around, 


of run-down buildings, filthy streets and despera 


people. The cold drizzle has driven many af the stre 


people 10 shelter, Condemned buildings glow with the red 


peer wt you from 


light of cooking fires, and haggard 


‘almost every window. The streets have a maidening te 


dency to confuse your senses of direction, Once you stn 


from she main thoroughfares, you'll quickly b st, ad lake some 
hime to he certaive of covering the Hive in time tw time, you're accosted 
hy various prople — stinking hubbers, raving barmies, street urchins looking for # handout, 


peildlers trying (0 sell their wares. You stumble across a number of businesses, including 


cheap alehouses, ratty inns, gaming halls, aw 


The shopkeepers are susp 


cious and watch you silently 


The PCS are constantly in an encounter of some kind or another when in the Hive. There's always 


‘someone suspicious-looking in sight: a potential pickpocket jetting tod ap 
uch activity to deseribe each occurrence 


daler trying to sell 


something, oF a bubber lying. in the street, Because there's 100 1 
the DM should use the surroundings sparingly, as background and flavor. 
The only plot-significant encounters that take place during the PCs" visits are described la 

re, Hach time the 

toes and set the mood. 


only encounters 


chapter, However, this doesn’t mean that these are 
PCs enter the Hive, they should have diversionary meetings to keep them on th 


Ismen keep their weapons handy 
1's path. The patrol con: 


A Harmonium patrol tromps past, nervous and on guard. Th 
and watch the alleys constantly. Beggars and bubbers clear out of the pi 


sists of five O-Level fighters 

A beggar accosts a PC, demanding alms. While the beggar distracts the ps 
nearby door fo steal a purse, The cutpurse is a Ist-level thief 

PC, demanding alms. There are 10 more neatty. Ifthe PCs stiff the bexsar, the 


Ty. a curpurse 


* A beggar accosts a 
‘others shout imprecations 

A reeling. drunk staggers up to a PC and loudly insults him, trying to i 

+ A pediler tries to sell the party an “amulet guaranteed 10 ward off evil encha 
toke “no” for an answer. The amulet Is worthless, of cc 

A gange of rufians tries 10 shake the PCs down for protection money, There are fen Oslevel thugs, atnd 
they're looking for 1d6 gp from each character 

+ A person of wealth or importance passes by in a sedan chair, escorted by vigilant ju 


the party and pelt them with garbage 


ite a brawl. 
ments.” refusing, 10 


While most of the Hive is featu 
(at least to an outsider’s eye), there are a 
few notable locations the party may 
choose to visit as they search the 
ward for any sign of Eliath, 
These are described below. 


THE GA+EH@USE 


By day, the Gatehouse rises above the slums that su af despair, The streets 
around the Gatchouse are the dirtiest and most dangerous area of Sigil. A Tine of desperate people forms 
before the doors of the Gatehouse, seeking a place in the Cabal’s almsh committing a new barmy 
to the Bleakers’ care. Bashers of the Bleak Cabal roam through this 4 group, taking names and 
making sure that no cross-traders prey on those throwing themselves at the Cabal’s mercy. 

By night, the streets around the Gatehouse are empty, and the howls of the barmies fill he air, All 
kinds of predators, human and otherwise, roam the streets when the Gatehouse closes its doors, 

Characters calling on the Gatchouse meet the Bleakers (see in this chapter). Taking the time to 
pay a visit to the Cabal indicates to the Bleakers that the PCs are seeking their help, and Derioch will be 
much more likely to aid the heroes. If asked, the Cabal will be glad to arrange a guided tour of the Gat 
hhouse, but they will not allow the party to explore the Gatehouse without an escort 

The Gatehouse is not mapped out because it's the wrong track for the PCs. If the players are con. 
vinced that the Cabal is hiding something in here, the DM should try to steer them away from an assault 
on the Gatehouse 


d it like a gray ic 


+9% 


THE GA+EHOUSE 
NIGH+ MARKE+ 


A few blocks away from the Gi 
tawalry carnival of cheap goods and low-class © 
The Gatchouse Night Market is a good place to go 
things, or to recover stolen property. Hundreds of people 
throng through the run-down alleyways and ramshackle 
stalls of the matket once night 

PCs visiting the Night Market will have plenty of oppor 
tunities to buy and sell anything they can think of, play in 
any games of chance they cate 10, oF imbibe as much cheap 
Wine as they can stand. They're guaranteed to be tary 


nt Marker, 


iehiouse is the 


pickpockets throughout their stay. They're also likely to run 
actoss the Chaosten, who frequ 
the PCs persevere, they will receive responses to their 


Inquiries in just one evening. 


THE HIVE 


This refers to the X 
ward, The Hive is a sprawting district of hovels, decayed 
xtundeur, and unsavory characters. Groups of Chao 
rom about. engaged on errands, It's possible that a PC intru 
sian won't be noticed for quite some time, but it's also 
that the PCs will never make sense of this place b 
‘one finds them wandering around and turns them ove 
Chaosmen 

Visiting the Hive counts as the encounter “The Chaos. 
en" (sce later this chapter). Ifthe PCs tell the Chaosmen that 
they're here for help, the Xaositects will listen to their story 
IC-the PCs can't come up with a reason for being here, they'll 
be in for a fight 


to the 


THE M@R+VARY 


The Mortuary is deseribed in detail in Chapter Il. If the PCs 
decide to pay a visit Co the Dustmen, they'll find that the 
Dustmen don’t know anything of Eliath, unless asked 
check their records and determine if Eliath was buried. In that 
case, move on to “Funeral Dirge” in Chapter tt, 
the important plot encounters of this chapter. 


THE BU+CHER'S BLOCK 
The Butcher's BI 
Sigil. I's frequented by a no 
cutthroat, and any cutter knows that 


the place to go to find the chant on the street 
The Butcher's Block is run by a scarred old ogre, Trun- 
feld Three-teeth (Pr/< ogre/F5/Du/NE}, a vile-tempered crea 
ture of disgusting personal habits. He's remarkably bright for 
wgre and collects information as a hobby, He sells his in- 
lon for 20 gp per tidbit, and, if paid, he tells the PCS 
that bubbers and barmies have been turning up dead. 1f hired 
1 keep his ear to the ground, consider the players to have put 
the word on the street 

Neither the Chaosmen nor the Bleakers will be well dis: 
pased toward the PCs if they find them here, because if they 

here. it's obvious that they're up to no good 
The Butcher's Block is the Shadowknave's lodging, along, 
with his hired swords. Their rooms are unremarkable 
evidence. If the PCs visit this place fre 
quently or trail the Shadowknave successfully, they may 
eateh bim here, Use Map Two, “The Black Sail.” as 
for the Butcher's Block if any fights break out 


rad free 


stand-in 


THE BL@@D PI+ 


The Blood Pi mous pit-fighting arena in the 
cily. A series of run-down warehouses conceals a ring with 
room for hundreds of spectators, Pii-fighting is the favored 
form of gambling, and each night the Blood Pit is crowded to 
overflowing with the desperate and the bloodthirsty, The 
Blood Pit fen iced ale tap manned by a talkie 
tive, dirty gnome named Felgar (Pr/é g/T3/AUN). 

Felgar is more than happy to pass on any rumors he 
hears to anyone who bothers 10 speak to him, Unfortunately 
he's fond of wild speculation and faulty leaps of logic. He 
tells the PCs that bubbers and barmiey have heen dying off 
and that a horrible shadow fiend is eating their souls, He 
sates that the shadow fiend is a Guvner who found a way t0 
gain power by feeding on the life-force of others, anid 1 
he’s planning on unseating the Lady of Pain. I's the only ex 
planation, really 

PCs visiting the Blood Pit during, business haury will en. 
ier both the Bleakers and the Chaosmen an neutral 
ground, Neither faction will pick a fight here, so t 
good place for the PCs to plead their case, OF course, if they 
start throwing accusations around, either faction will be 
waiting for them in the streets. 


Is the mo: 


THE DANCING MAN 


While the PCs are moving around in the 
Hive, they meet the Dancing Man, a barmy 
of the first order. This is not intended as 
a confrontation, but sets the scene 
for another encounter in Chapter Il 
You ave walking down a straight 
af the Hi 


the rain is coming down in qruy sheets. Alieud 


ing and bound @ up and down tik 


drunken spiders, hear him muttering 


under his hevath 
ta f 
Man sudden 


‘Wuphomet, Puzrocl, Fraz Urblu . . . Ju 
avi” The Dam 


seen, ve seeat The flies take your mind!” After his ousbur 

IFthe PCs try to restrain the Dancing Man in a 
turns on them with berserk fury and attacks unarmed. He 
possesses the strength of a maniac, The Dancing Man doesn’t 
answer any questions, but Instead recites the names of 
Abyssal powers over and aver (and aver and over...) agai 

As soon as the Dancing Man gets out of sight, stumbling. 
down a dark alleyway, the Shadawknave and his men strike 
}him and then retreat. Continue with the following text 

You hvor a suilden shriek of “No. ge 
fies — wrkb 

The Dancing Man has been put under a feign death spell 
The Collectors will show up and claim the body a 
Ieading to the next encounter, IF the PCs investi 
Dancing Man's ery, tell the players they find the mm 
ad without a mark on him, 


way, he 


a while 


the 


THE COLLEC+ORS 


In this encounter, the PCs discover another 
mysterious deaths plaguing the Hive. A group of 
fortunate barmy. The Collectors are the lowest of Sigil’s 
unclean, and members of this fuetio 
Ing dead bodies and taking them to the Mortuary, The Dust 
men pay them 
transporting the 


ed Collectors are removing the remains af an un 


eke out a living by loot 


ce for saving them the trouble of 


up of six ragy 


mattered efathes ar ‘b, ond they corry themseive 


with a strange charade of dignity. The men are sta 


the fellow with Is foor, “If he nin 


4 say we collect im.” Se 


while another 


nroning, “O whatever power this 
the 


ah, well, the deported spirit 0° your servant. Hey 


sha votle he's go 


The Colle 
tors are led by a 
down-on-his-luck 
thief called 
Mourner Yom (PY h/ 
TL/NE). They'te an unsavory 
Jot, but they're not here for a fight, Ifthe PCs 
‘m or intervene, the Collectors protest (*Hey, we 
1 im first! Go get your own deader, berk!") but offer no 
resistance. They flee if the PCs draw weapons axainst them, 
The Collectors aren't averse to chatting with passersby 
while they work. If asked, they'll tell the PCs that an unusual 
number of bubbers and barmies have been dyin’ off lately, 
with not a mark on them, “H's like they fall asleep and don't 
wake up.” they say. “Very peaceful, thal, 
Ifthe characters ask the Collectors about Fliath and pro. 
‘We ini 
seen ‘im, but oUF memory’s none 100 Kond,” hints Mourner 
m. With a Hite, ah, inducement fram the PCs, Tom telly 
them, "We picked u H like that a while back, and took 
‘im to the Mortuary you were lookin’ for him, I 
the Dustmen remember where they pul “im, you ean always 
try magic 10 get ahold of is spirit 


vide a deseripition, they confer for a moment 


ry 10 he 


THE BLEAKERS 


Derioch Ysarl of the Bleak Cabal is searching for the cause of 
the barmies’ deails, When she meets the PCs, she assumes 
that they are involved. If the PCs manage to get the Bleakers 
talking or previously called on them at the Gatehouse, skip 
this intro and go on to “The Cabal’s Chant” (below) 


While making inquiries in 


grecied with hand stures from four grimy laborers, a harkeep. 


and a serving maid, but people mind their own business in the 


he Weak Cu 


he colars ter it, and shoulder thete 


" her customers 10 confront you. The leader is a 
1. “Tell ws iat you're doing in the Hive or 
1 this tavern alive,” she says, The other ews 


Derioch assumes that the PCs are the sods she's been 
looking for, but she'll give them a small chance to prove oth 
erwise. If the PCs come clean with her and admit they're 
looking for a barmy, she relaxes a bit and talks, She's still 
suspicious, but with a little effort the PCs can convince her 
that they aren't responsible, A skillful lie that doesn’t fall 
apart will work as well as the truth, 


Ifthe PCs dodge the question or lie poorly. Derioeh 1 
tures they're guilty and orders her crew to attack. Obviously, 
the Bleakers defend themselves if the PCs choose to attack 
first 


Derivch uses a charm person or suggestion spell at the 
beginning of the fight to disable any PC who might be a 
spellcaster, The Bleakers would like to 
and may try to disarm the PCs if given the opportunity 


ke a few prisoners 


THE CABAL'S CHAN+ 


Ifthe PCs convince Detioch that they're at the sods sh 
ooking for, she'll be willing to exchange Information, In re 
turn for the Wi 
the PCs {0 Find out who's responsible for killin 
the Hive. Depending on how the negotiations go, use some or 
all of the following, dialogue suguestions: 
"You're looking for a barmy? We k 
sod who loses his mind in the Cay 
Fl see If’ we know of Etiath, 
4 “Hah! A sorcerer’s treasure in the misty sea, That's a fine 
story, Well, I'll get you the key to your portal, if you tell 
ime Where the partal’s located, That's fait, ight? N 
of us ean use the portal now, so le¢ 
+ "in re you to wateh fu 
unusual in the Hive, I be in this tavern at nightfall 
every night. If you see anything worth passing, on, meet 


akers” help in finding Eliath, Deriach wants 
bbarmies in 


records of every 


me a day, and 


ime here 


The PCs can also get 
Information by visiting the 
Cabal, and speaking with 
Derioch, who meets 

them at the 


Gatehouse, of by 
threatening any 
Bleakers they can 
subdue in a fight, Derioch’s 
stworthy ally, but she 
won't turn stag on the party 

Unless she discovers that they're 
cooperating with the Chaosmen, 


THE CHA@®SMEN 


The Xavsitects are also looking for the cause of the troubles 
in the Hive, Mordrigaare Anuill is pursuing random threats, 
bribes, and stakeouts, and will soon contact the PCs, Unlike 
the Bleakers, the Ch inclined ta strike first und ask 
ns I 


quest er. 


You're passing through a dark, winding alley strewn 


with 


n you hear the sound af footsteps following 
he whisper af steel sliding 
from leather. Hehind yau, a 


bashers emerges from 


orway, weapons drawn 


They've dressed in ill-fitting tatters and 


non their luck ~ the lowest 


mercenaries. Aheaul of you a puir 


4 the insignia af Chaos appears, hacking the 


es. Oue’s a burly basher with a huge two-handed sword, 


and the other looks like @ priest. The swordsman calls aut 10 


party: “Easy way or bard, choice yours ir is. Weapon 
drap! Best 4s surrender, Callectars you'll meet otherwise, twa 
wiles you ll have. Berks!” (See “The Chaosman Chant," at the 


end of this encounter for more information on the patter used 
in this encounter) 

IC the PCs surrender, Mordrigaare and his men bind and 
blindfold them. gather up their gear, and take them to the 
Hive to be interrogated. Ifthe PCs come clean at the Hive (ar 
ne up with a good story), the Chaosmen will let th 


1m go, 

IW the PCs talk, they have one round to say something 
extraordinary, Mordrigaarz att 
one of th 


are attacks unless he Is convinced of 


cc things: that the PCs wre too strony, for him, that 
his superiors in the faction will be displeased by his actions, 
‘or that the PCS are working for the Chaosmen, 

Mordrigaure wades into the battle happily, while the 
priest hangs back bit to cast spells and squatd his back, Mor 


rigare will try to Lake prisoners if he sees a good opporti 


Mordriga: talk while fighting, and if the PCs 
start to do well (ie, they kill or drive off his mercenaries), he 
holds up his hand and backs away fora moment with grudg: 
Sharp you bloods, not are bad,” he says. “Where 
did you, who say you?” This gives the PCs a chance to open a 


likes 4 


dialogue with the Chaosma 


eae 


BARMIES .es+ SOME@NE'S MAKING 
FIND ®U+ WHY ane 

THE CHA@SMAN CHAN+ WHE | AM. wen +HRASHED 

I the PCs manage to get Mordrigaare talking or call on him = *¥ERY BERK wave | in HIVE, tue CU++ER 


in the Hive, he'll trade news with them. Unlike the Bleakers, | SEEK +HRASHED HAVE +e8 
hope to collect on the favor later. Mordrigaare can't help the — M@RDRIGAARZ er sue 
PCs find Eliath, but he will warn them to be careful, since CHA@SMEN 

ia the Dead pa 


Barmies keep track so who does? & 
they've lots lately. Look sod Mi 
maybe 

DM Nove: The chant used by the Xaosi 
Jets Is ba 


cally nothing’ more than transpos- 
Ing words within 
tive and Nexible players who are running a Chaos: 
man PC or a Revolutionary League faction mem 
querading as. Chaosman, the dialogue in 
this encounter makes for some 
lively and exciting 
role-playing, 


sentence. With imagina 


A SHADOW IN SIGIL Ifthe Knave and his men really thrash the Ps, the DM 


as th pping the beginning of Chaprer I and 

ardless of how the PCs" search for Eliath xoes, they'll run ping. straight to the Mortuary ~ the incapacitated characters 

Into the SI they leave the are delivered to Toranna, who imprisons them in Area 11 of 

Hive Quarter the Mortu I time Co ship them 10 
Night is falling ove 

dreds of 

slums. The rain has st 


dowknave and his 4 


she Hive, and she lurid fight 


the base in the pl 


bing fires can be seem dancing im the ruins None of the Knave's bashers know the schemes they were 
ids by the magician. They only know their job is 


{o restrain barmies while the Knave casts spells on them, 


pped, but the air's cold and 


‘are making your way down a dismal street, head 


em Jor some dinner and companionship. when you hear However, ifthe Knave is captured and questioned, he tells the 
fuint ery from a dark alley nearby: “Hey. get aff me, you ber! PCS that he is working, for the Dustmen, hoping to mislead 
Get awa = aghkl them into attacking the Mortuary. 

IFthe PCS investigate, read the following to the players, Ifthe PCs manage to follow the Shadowknave and his 


Yow find four bashers eestraining a bubher just ow men. 


y return to the Butcher's Block to lick their wounds 


sight of the street. A roquish kalfoelf wearing black leathe and hire some extra muscle. Trundfel Three-teeth tells the 
mor supervises their efforts, « sinister smile on Wis fare. As Shadowknave if anyone comes looking for him, and he'll 
vou continue tw watch, the half-clf casts a ypell, and the bub range an ambush, See “Shadows Abroad in Sigil” in the 


ber sags back in his captors" arms without a sound. Th 
elf steps forward, checks the He's out. t 
put hhim closer to the street 


wif ext chapter. 

How, and 

the Callecto 

bashers drag the fellow toward the steee 
The Shadowknave and his hireswo 

dark of their activities to 

presence 


find him.” The 


ds don’t want the 


the PCs make their 
hers to attack. He 
assists them by using sleep and slow spells. They'll fight uatil 
wo of the bashers or the Knave are down, and then they'll 
withdraw. The Knave uses his wand of fear to cover their 
retreat. He'll abandon his men, if necessary 


nown, the Knave orders his bi 


+e 


The PCs should have realized by now that Bliath is 
that they won't find the key they're look 
o nless they Find a way to track down Eliath’s 
body. They should also have realized that Eliath is only one of'a number of dead 
bbarmies, and that something out of the ordinary is happening in the Hive, 
WF the players are 
¢c H PEE R Il: hopelessly off track 
igive them some assis 
6 H mM [3 R* U RY contact at the adven 
ture’s beginning, Ben 
don Maw! (or Ge 
for a nonfaction 
pany) tells them to fing Eliath’s body and bring. it back so that 
a speak with dead can be used. The PCs are also told to 
find out who's killing barmies and why. 
since Bendon fears that someone's tryin, 
to slam the door 
an the search 
for Bliath’s key 
hy silencing 
anyone who 
might know of it 

This chapter be 
iuins with a visit to the Mortuary 
ral Dirge.” After learning, that Eliath was “incine 
Elemental Plane of Fite, the PCs discover that Eliath isn't as dead as he's sup: 
posed 10 be in “The Factol’s Hand.” This leads to “The Black Sail,” where the PCS 
Find Kllath alive and well, These events point the heroes’ inquiries in the direc 
tion of “The Mo 

Several 
have become embroiled in the story. The heroes meet the Dancing’ Man again, 
and he tells them about the Eternal Boundary in “The Dancing Man Returns, 
The PCS may walk into a rematch with the Shadowknave in “Shadows Abroad 
in Sig. 

By the end of th wed 0 be 
dead have returned fram beyond the Eternal Boundary. To discover what is 
Koing on, the PCS must get into the Mortuary and do some snooping 
WHA+ Y@L The most likely course 

ing. the Mortuary openly in "Funeral Dirge.” However, they may decide to try to 
owhnave if they didn't capture him at the end of Chapter | 


dead 


or Eliath’s "Fu od” in the 


this chapter deal with the reactions of the NPCs who 


Jt barmies who were supp 


events for this chapter begins with the PCs visit 


WAN+ HERE track down the 8) 


ALL oF you ARE S+ILL —— irthey do, run "Shadows Abroad in Sigil” after the PCs spend a week or so 
ox Y@UR FEE+ combing the Hive forthe Knave 

Regarless of what the PCs try to do early on, they can be diverted wo “The 

— GA+E GUARDS Factol's Hand” by receiving # summons from the lead character's faction. This 


or +ne wil put the party on track for “The Black Sail after which they will probably 
fo on fo “The Mortuary.” The other encounters in this chapter can be run 38 
M@R+UARY random meetings that take place in and around the heroes’ investigations, 
DM Nowe The PCs may decide to begin by breaking into the Mortuary th 
bypassing, much of this chapter. IFthey do, don't worry about ft ~ theyll till 
find the Fire Porta, and they’ just know a lite less of what's happening. 


THE CI+Y @F SIGIL 


In this chapter, the player characters expand their investigations beyond the 
Hive. There are several places they visit that lie in the other wards of the city 
their faction headquarters, the Black Sail, and possibly athers. 

To keep things moving, the DM should try to focus on the people and 
events that are occurring outside the Hive, instead of detailing the setting, A PC 
pay attention to the everyday details of his home ward, so 


ous 


a 


it’s reasonable to loss over the 
day-to-day movements of the party when 
they're not in the Hive 

The DM may want to read about the various wards 
‘of Sigil to prepare for en 
character isa member of the T 
Bendon Maw! is a fellow Cipher, its good idea 
up on the Gymnasium and the Market Ward. 


junters, For example, if the lead 


FUNERAL DIRGE 


This encounter takes place If the player ch 


icters openly approach the Dustmen to question them 


(on Eliath’s whereabouts. If they try to sneak or bluff their way into the Mortuary instead, use the detailed 
description of the Mortuary later in this chaps idle the play, 

The Mortuary stands in # hopeless ai ringed by the slums af Sigit’s Uneleun 
Ihave peaple who do work thut others wow wurroundings are alimast safe, since the 
peuple here tent to be honest despite th ces. Small aleher ineries, amd 
Maughterhouses fll the area, A fair amor surrounds the Mortuary. You race! a mumber af 


unclean anes going about theie business; children following thew, beyging Jor a few 


bustle comes 10 a complete stop ou she Alo 


umber gate keuds into te jagged walifce a) 1¢ Mortuary (s @ collection 


soleus, piled togerher with by a squad of six Dustenen 


guards, dressed in black, "What's your bu i you come to hury? All of vow 
tare still on your feet 

It the PCs explain thetr true mission, the leader of the guards 
charge of Interring any nameless sods who're brought in, FIL send for her. If your barmy Eliath came in 
recently, she'll know. 

Toranna shows up a fi 


ys; “Speak to Toranna, She's in 


minutes tat ty to look around while she answers their 


‘questions, She remembers seeing Eiiath brought in about a week a esn't hes 
tite to tell the party so. “When we don’t know where to send someone who's passed ELIA+H'S +URNED UP 
fn, we incinerate them in the Elemental Plane of Fire.” she says. “M 

bubbers fall in that category. Your friend Eliath was sent to the Names : L@WER WARD 


Toranna shows the PCs the portal if they want to see for themselves, There's 1¢ D@@MGUARD 
not 100 much else she can rell them. Ifthe PCS are insistent, she suggests that f@®UND “IM 
they could yo to the plane of Fire 16 have a look for themselves. Once the PCS weroxe WE DID 
ni notifies the Shadowknave that the party is asking, after barmies that he se1 


to her. Run "A Shadow in Sigil” within the next day or so. — BENDON MAWL 


THE FAC+@L’S HAND 


Aver running. into a dead end in “Funeral Dirge.” the PCs may choose al findings. 
(Uf they don’t, they are summoned 10 the faction headquarters anyway.) Presume that th re meeting, 
Lan agreed-upon gathering spot (an inn or boarding house in s lower-class neighborhood, for example), 
then read the followin 


You are just beginning to disewss the day whee # courier enters the ¢ 


report on the 


mw room ond approaches, 


Te a message from Bendon Mawt.” site says quietly. “¥ 


as passib 
The courier’s only a messenger and has no more information, does but expect a sn 

were hired by Gedramak, he’s the ane who summons them, When the PCS n 

sired, Some suggestions include 

+ Bendon Maw! is clearly agitated. “The Doomuard gor to Eliath,” he says. “One of our cutters saw 
Eliath in the Black Sail, a tavern down in the Lower Ward. He was in the Doomguards' colors. | sues 
hhe wasn’t so barmy after all.” 

+ If told that Eliath is dead, the tiefling says, ~ ey faked his death so’s he could drop out of 
sight. The Doomguard and Dustmen are tight, and the Cabal allies with them sometimes.” 

+ Ifthe PCs mention the deaths in the Hive or the Shadowknave, Bendon assumes that the Doomguard 
and the Dustmen are engaged in some nefarious plot and says, “They're up to no good. You'd better 
fling. out whether Eliath is dead or not. Maybe he stayed in Sigil the whole time and wasn't really cre 
mated by the Dustmen, 


p. the PCS 
ort, carry on dialogue as de- 


If asked to help with the investigations, Bendon Maw! 
ives the PCs oil of elemental invulnerability if they need to 
Travel to the Elemental Plane of Fire, and a potion of imvisi- 
bility if they need 10 sneak into the Mortuary. It takes him a 
day to get his hands on the potions, “Scout things out firs 
he tells the party. "Magic’s expensive, and we don't want 
use up potions for no good reason. 


— 


THE BLACK SAIL 


The PCs cin find the Black Sail easily enough — it's near the 
Armory in the dark, grimy streets of the Lower Ward. It may 
take several Visits to track down Eliath: the DM is encouraged 
to fet a few campalin days stip by, In order to stage some of 
the other events of this chapter. 

The Mluck Sail stands in the shadow of the Armory. the 
Doompuard hevulquarters, The Lower Ward is grimy and gray. 
tut not as squalid ay the Hive. Dark foundries and smithies 
belek forth gray smog and caustic steam around the clock, The 
Mack Sail sits-ar the end af w dark alley between u pair of ar 
‘morworks. The blackened howsprit of aw ancient galleon juts 
‘out aver the street end. The remnants of the ship's foresail sag 
‘ver the figurehead. Soot has stained the sail black. Inside 
there tsa dim commen roum with dark rafters overhead and 
‘about « dozen curtained alvoves conceuling the tables, Several 
stained and notched tables stand in the room's center, where a 
raup of sullen enafiers are gathered, drinking quietly 

The Black Sail’s a roujh place, but the PCs are safe in 
here as long as they don't start any trouble or ask 100 many 
(questions, The best strategy is to settle at a corner table with 
4 ood view of the room and wait, Afier a while, Eliath will 
appear from one of the alcoves with four Doomguards, and 
they'll head hack toward the Armory. 

Irthe PCs are discreet about it, they can question the 
batkeeps or the serving maids. One serving maid, a saucy 
Hiefling, named Salja (PI/21f/TO/FI/N}, can be persuaded to 
share information with the PCs for a hefty bribe. She recog 
izes Ellath’s description and name — he’s rooming at the 
Black Sail, Ifthe PCs are nice to her, she'll tefl them that he’s 
sitting with some Doomguards in the corner. 

In addition to the Doomguards with Eliath, there i 
second group in another alcove, They appear at the first sign 
of any trouble. Four ather alcoves are occupied by craftsmen, 
three by mercenaries, and one by a group of traders from 
Ribeage. There are five serving maids working the common 
room and the kitchen, two sturdy barkeeps, and a tough 
lizardiman bouncer who stays out of sigh. 

There are several small, overpriced rooms for hire on the 
tavern’s upper floor. One belongs to the tavern’s owner. & 
tloomy fellow named Zaren (PI/¢h/T2/FL/NE}, another is 
currently leased by Eliath himself. His quarters are very non 
descript, providing few clues as to his identity. 


GE++ING +@ ELIA+H 


Eliath and his fellow Doomguards want to be left alone and 
resent intrusions. However, they've got mo reason to be suspi- 
lous of the PCS. As longt as the PCs are civil, the Doomguards 
answer most questions. However, the instant a PC blurts out 
anything sounding like an accusation, the Doomuards leap 
to their feet and draw their swonds, ready to punish the party 
for their ill-considered words 

Ifthe PCs wait until the Doomguards leave and then fal- 
low them, the other party of Doomguards follows the PCs, 
The Doomguards are very wary of anyone approaching them 
‘on the street, but if the PCs remember their manners, they 
won't have any trouble. IF the PCs settle for trailing Eliath, 
the second group of Doomguards jumps them, figuring that 
the PCs are up to no ood, 

WC the PCs wait for Elia vo the Armory, hey 
‘can isolate him without the Doomguards around for suppor 
Ellath can then be questioned more directly and is a bit in= 
timidated by the party. 


ELIA+H'S CHAN+ 


When confronted by the PCs, Eliath claims ta be a prime who 
rived in Sigil three weeks ago. "Fortunately, I fin ieross 
these bashers of the Doomguard, There's a Hot to what they 
say, you know, | won't be going back to Toril,” The Doom 
guards confirm that Eliath showed up three weeks ago = as 
far as they know, he’s telling, the «ruth, 

Eliath sticks to this story as long as possible, If the PCs 
are persistent and get a chance to question him when the 
Doomguards aren't present, Eliath changes his tune when 
confronted with hard facts such as “We know you were in the 
Hive a month ago” or “The Bleakers recorded your death sev~ 
eral weeks asto.~ 

When Fliath chanjtes his story, he tells this tale: “Alright, 
‘you've found me out. Fm Etiath, and F'm a wizard from Toril. 
J came here some 15 years back. Three years ago | came 
across a book in the eity’s library that drove me insane, and 1 
‘ended up in the Hive with the other barmies. ' wasted my 
life, and | died without knowing who ar where | was. 

“But I got a second chance, [tell you. | passed beyond 
the Eternal Boundary, and there I met Lathander, the God of 
Morning, the deity | worshiped in my youth! The glory of it! 
Lathander told me I had wasted the chances I was given, but 
hhe gave me one more chance. "There are deeds waiting for 
‘you still, things you have left undone, he said. "Return ta 
Sigil and enlist in the ranks of the Doomguard. Serve them 
well, and you will serve me: L awoke in the middle of the 
Lower Ward, sane for the first time in years. Tell me, is that 
not the strangest tale you have ever heard? 1 must make the 
‘most of this chance I've been givent” 

Efiath is happy where he is and wants nothings more th 
to be the best Doomguard he can. He is not enchanted; he re- 
ally believes that he met Lathander and that he is acting on 
the Morning Lord's orders. He is horrified by any suggestion 
that may endanger his “second chance.” 

Ifthe PCs ask him about the key for the portal leading to 
the Isle of Black Trees, he thinks for a moment. “I knew it 
once, but forgot it in my insani 


* he tells themgiil first 
found the key In the letters of the wizard Talm{ hich 
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‘were gathered in the collection of Rhaunades. Talmizar wrote 
Of the Isle of Black Trees in his book The Gray Realm. That's 
probably what your scholars found.” 

DM Nove: The Rhaunades collection can become a 
springhoard for another Piaxescart adventure afier The Eter- 
nal Boundary is concluded. The collection may be owned by a 
wizard who demands a service before the PCs are allowed to 
see it, For now, let the PCs make a few inquiries at their head~ 
quarters and tell them that the wizard Rhaunades was killed 
in a magical duel three years ago, and that his library was de- 
siroyed by the ensuing fires. I's dead end, but at least the 
PCS tried, 


THE DANCING MAN 
RE+URNS 


‘This encounter may be staged anywhere in Sigil, at any time 
the PCs are abroad on the streets. Run this soon after they 
meet the Doomguard and question Eliath. The PCs meet the 
Dancing Man again, but he’s not half as barmy as they 
thought he was. 

While passing through a busy marketplace, you see a fa~ 
miliar figure, the Dancing Man ~ his bony frame and flaming 
nt of the him is quite @ 
shock. He's siriding down the center of the street with @ 
sirong step, his eyes clear and sane, his waistenat replaced by 
gleaming chain mail and polished black boots, The Dancing 
if ane of your own factions. Whistling 
umelessly herween his teeth, he nods a Jriendly greeting and 
keeps going. 

Naturally, the Dancing Man doesn’t think of himself as 
the Dancing Man anymore; he’s Tylarie Stormwing, a cheer- 
ful fellow with a gusty laugh. He doesn’t remember meeting, 
the PCs in the Hive. IF the PCs ask him where he came from, 
hie tells them that he hails from the land of Furyondy on the 
World of Oerth. “I arrived in Sigil two weeks ago,” Tylarie 
says. "Some city! | found out what you fellows (the PC's fac- 
tion) were about, and I said to myself, “Tylaric, this is where 
you want 10 he!” 

IN Tylaric is confronted with an accusation about his ori 
din, he lets the PCS in on the truth as he knows it. Glanciny 
libout, he leanis over and whispers, “Well, you're right. I've 
‘been here ten years, but five years back [ took a wrong turn 
and found myself in the Abyss. When f came back, | was a 
sereaming barmy. I don’t remember much else, not until | 
died a few weeks ago. A dark angel stood over me and aid 
the last sleep on my eyes. 

“When 1 awoke, | was in a brilliant place. A shining fig- 
‘ure appeared before me — Saint Cuthbert himself, whom I'd 
forgotten in my madness! I'll never forget his words: “My 
son, you have lost your way, and | cannot accept you in my 
host, | will sive you one chance to redeem yourself. Go to 
the city of Sigil, and join the [faction name}. Serve them 
well, and you will serve me. Watch for my messengers and 
heed their words: I've got a second chance, and I won't make 
‘a mess of it I've been allowed to comie back from the Eternal 
Boundary.” 

Tylaric is amenable to any reasonable suggestion or 
course of action the PCS may have for him. He is not under 
any enchantment and sincerely believes in the truth of his 


vision.” Tylaric avoids violent confrontations with the party 
because he’s trying to cooperate with his faction brothers, 
He'll even surrender or join the party if the PCs demand it. 
The faction won't throw him out on the PCs’ recommendation 
alone, but they will keep an eye on Tylaric, For now. he’s 
‘model member. 


SHAD@WS ABR@AD 
IN SIGIL 


Once the PCs make their presence known to the Shadowknave 
or Toranna, the Hluminated begin to watch the PCs, They 
‘work through linkboys, beggars, couriers, and hired muscle. 
When they realize that the PCs are getting too close, they de- 
cide to eliminate the problem. 

This encounter takes place in the PCs" own ease, wher- 
lever or whatever that might be. If the PCs have been careful 
{to avoid being tailed or are holed up in some place inacces- 
sible (such as a faction headquarters), the Shadowknave set- 
tes for an ambush out on the streets, The encounter deserip- 
ion assumes that the PCs are renting rooms in a middle- 
lass inn, 

In the middle of the night, the Shadowknave and six of 
his hired swords show up at the PCs lodging, They bribe the 
staff to find out which rooms belong to the PCs and to keep 
quiet, IFthe PCs have left a watch outside their own quartets 
[Don’t assume this is the ease! the Knave and his men will 
bbe spotted, and the heroes will have time to set ready or get 
away before the attack begins, 

You are awakened hy the door being kicked open in the 
middie of the night, Men armed with heavy clubs leap into the 
rum. They strike quickly and brutally. 

Two mercenaries remain in the hallway with the Knave, 
‘watching for anyone who might try to interfere, (I lodging 
in several rooms, two mercenaries enter each room while 
the Shadowknave waits to see where he’s needed.) The mer= 
cenaries strike to subdue, Anyone knocked unconscious is 
bound and gagwed with a heavy leather hood pulled down 
‘over his head, 

The Shadowknave is in a hurry; he wants to finish things 
as quickly as possible so he can leave before a Harmonium 
patrol shows up. If he hasn't subdued the PCs in § rounds, he 
‘orders a retreat, taking any captured PCS, 

IF the PCs have no wateh and are awakened in the 
middle of the night, the Shadowknave and his men have a +4 
‘bonus on their chance of surprise. In addition, it takes a char- 
acter one full round to awaken, grasp what's happening, set 
‘out of bed, and get a weapon. If the PCs are surprised, the 
Knave and his men get two rounds of unanswered attacks. 

I takes several rounds to put on a full suit of armor. A 
PC donning armor in the middle of the fight automatically 
loses all Dexterity bonuses to his Armor Class, and even then 
the armor is likely to be missing pieces or improperly fitted. 
The PC suffers a 2-point penalty to AC until he takes the time 
to put the armor on correctly. 

Because the mercenaries are striking to subdue the PCs, 
the characters fall unconscious when reduced to 0 hit points 
or less, Half of the damage they suffer is temporary. IF neces- 
sary, the Shadowknave assists his swordsmen by casting sleep 
‘or charm person spells on the PCs, 


ee 
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Any PCs captured by 
the Knave are taken to the 
Mortuary and given to 
Toranna, who leaves them bound and gagged 
in Area 11, guarded hy skeletons, until the fire 
portal in Area 30 is opened again, Their equip- 
ment is left locked in a trunk in Area 11, 

IV the PCs drive off the Shadowknave and his men, he re- 
treats 10 his quarters at the Burcher’s Block, He will be out of 
his rooms and find another kip within an hour. 


THE M@R+VARY 


The encounters in this chapte 
Mortuary. Clearly, something 
stipposedly dead barmies who 
tal (0 the Elemental Plane of F 
Jawed this, the DM can arrange for them to be captured hy a 
band of Hluminated and taken (0 Tora 

DM Notes By now, the players have sever 
know that barmies have died, been interred at the Mortuary, 
d then returned, The facts should paint to one of two ex: 
planations: either the Dustmen are lying about what 
pens to the barmies who are taken to the Mortuary, oF 96 
i usin the Dustmen for their own purposes. Ifthe play 
crs are off (rack, encourage them to compare notes and dis. 
cuss things. Provide the party with more obvious hints if 
necessary, 


should lead the PCs to the 
usual Is happening to the 
being sent through the por- 


GE++ING IN+@ +HE 
MOR+VARY 


There are lots of ways to get into the Mortuary. The most 
likely options include sneaking in, playing dead, bluffing, or 
etting captured. OF course, resourceful players may think 
inher alternatives, 

Su Parties that try to sneak into the Mortuary 
find that there are only two entrances to the complex: t 
front and back doors. The upper-story windows are almost 
impassable, since they are less than a foot wide, A halfling, 
nome, or small elf might be able to squeeze through a win- 
dow, Fortunately for the PCs, the Dustmen don't really expect 
‘anyone 10 ever try to break into the Mortuary, and therefore 
have no alarms or alert procedures, 

Ucar Dean This may be the least conspicuous way to 
Ket into the Mortuary. After all, dozens of deaders are 
bhrougtht in every day. The PCs have to do a good job of ap- 
pearing deceased, and may want to give some thought to se 
{ing their equipment inside. A PC group could form its own 
funeral procession, hire mourners and pallbearers, and be e- 
corted into the Mortuary. All bodies are taken to Area 22 to 
be evaluated and prepared for interment, and the mourning 
party waits in Areas 4, 7, oF 8 until called. 

the heroes bring a body to the Mortuary and ask to be 
present during its interment, the Dustmen agree and show 
them to the praper area, This is a good way for the PCs to get 
into the Mortuary and to find the portal to the Elemental 
Plane of Fire. The Dustmen routinely notify Toranna if an 
lunidentified bubber or barmy is brought in, and she oversees 
the interments herself 
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Sictiee: Tricking the guards is possible, but the party's 
success depends on how they go about it, Dissuising them- 
selves as Dustmen is likely to work, as long. as the PCs don’t 
get drawn into any serious conversations about things any 
Dustman would know. The PCs may also be able to walk in as 
“mourners” during the day, in which case they'll be escorted 
to the Memorial Vaults in Areas 7 or 8. 

Gorrie Corunna: The PCs will have a difficult time no 
‘matter which band of villains captures them! Characters cap- 
tured by the HMuminated are bound and gagged, then smug 
led in the back door while guards loyal to Toranna are on 
duty. The PCs are taken to Area 11 and locked inside until 
Toranna sets a chance to send them through the portal for in- 
terrogation and disposal 

IF the PCs are captured by the Dustmen, they will be held 
{in one of the vaults (Area 10) by dozens of undead until Hac- 
tol Shall gets a cha question” them. If they come clean 
with the factol, Skall figures out that someone has turned 
stag and is working inside his faction and initiates an Investi- 
ution of his own that soon nets Toranna, He has no use for 
the PCS in any case, and may dispose of them, 

IC the PCs don’t come clean with the faetol, Toranna's 
cover isn’t blown, She'll request permission 10 oversee the 
disposal of the PCs, and will send them disarmed and bound 
(o the Citadel of Fire. 


THE M@R+VUARY POR+ALS 


There are hundreds of portals concentrated in she winding 
passageways of the Mortuary, A number of them are in the 

1acombs, but dozens can be found in the areas the PCS are 
likely to explore. Like most of Sig's portals, the Mortuary 
portals require keys. The Dusimen guard this knowledge, and 
learning keys is a part of initiations into higher circles of the 
faction. Therefore, the PCs are not able 10 use any af the por 
tals they find in the Mortuary. 

The only portal the party might be able (o use in this ad~ 
venture is the portal leading 10 the Elemental Plane of Fire, 
Every Dustman knows that the elemental portals can be 
found in the Overvault (Area 30), andl there is 9 508% chai 
that a Dustman knows the portal key as well. 


THE CA+ACOMBS 


The three aboveground levels of the Mortuary are shown on 
the gatefold map included in this adventure, hut the Mortuary 
also includes an extensive series of catacombs that are not 
described here. If the DM wishes, this adventure can be ex- 
panded by creating maps of the catacombs and routing the 
adventurers through them before sending them to the Fire 
portal, 

IFthe players insist on seeinge where the descending 
stairwells on the Main Floor lead, the DM can use 
tough wandering, monster encounters (ghouls, 
mummies, or wraiths) to chase the PCS upstairs, or 
have the stairwells guarded by magical barriers 
such as glyphs of warding or symbols of fear or 
hopelessness. Only Dustmen of high rank know 
the passwonds required to continue. 


DENIZENS 
OF +HE MOR+VUARY 


Mast faction headquarters are crowded with people coming 
and going at all times of the day. The Mortuary fs unusual in 
that it is by far the least trafficked of the headquarters. Its 
halls and passageways stand empty for hours at a time. In= 
tnuders who move quietly and stay our of sight could go for 
days without being discovered, so long as they avoid the un= 
dead who surround them. 

There are two parts of the building that do not follow 
this rule, however: the dormitories along the dome’s eastern 
walls, and the faction offices in the western towers. Th 
Fices are very busy by day, and nearly empty at night, while 
the dormitories are filled with Dustmen at night and nearly 
cemply during working, hours. 

Of course, living Dustmen aren't the only denizens of the 
Mortuary, Hordes of undead haunt the whole arca. Skeleions 
and zombies are used as laborers throughout the building, 
Fortunately, freewilled undead such as wights and wraiths 
sty oUt of the more public areas, 


THE BUILDING EX+ERIOR 


The Mortuary is a sinister jumble of huge, mausoleumlike 
windowless vaults centered around a low, menacing dome: 
Black, spinelike buttresses radiate from the buildings center 
the streets around the Mortuary are the home of Sigil’s Un 

clean, and are crowded with cheap taverns and boarding 
houses. The Mortusry’s deep shadows allow adventurers to 
skulk along without being noticed, 


1. Thi Hye Gates The main entrance of the Morwary is an 
Impressive double door of copper-sheathed ironwood, left 
‘jar during the day but closed unl barred by night. The gate 
is always guarded by a squad of Dusimen. 

A siuattow flight of marble steps sweeps up between Sie 
Lf the building's dark burtresses tw a massive gute af copper 
sheathed wood, Two small stone guardhauses stand at the 
hortom of the stairs. Sevesul Dustmen quan 
pouch, As yaw approach. one of the quards asks, 
you wane with us?” 

Six Dustmen guard this entranice. Two are stationed in 
the quardtiouses, two beneath the arch (at points 1a and 1b), 
‘and {wo more in front of the gate. A captain supervises the 
detail, stationing himself near the arch. If any trouble breaks 
‘out, one of the quads sloes inside to Area 4 t0 tet help 

‘The Dustmen aren't in a hurry to start a fight, but they 
‘won't be bulldozed, either. Their job is to find out the visitors’ 
‘business and point them in the right direction, and to defend 
the Mortuary from any direct attack. Parties with unidentified 
bodies are directed to the back door and told 10 kniock, fu- 
neral processions are directed to Area 4, 


2. Tie Lessee Git: The Dustinen use this entrance 10 receive 
deliveries, It is much smaller than the Main Gate and not 
often used. 

A flight af narrow steps leads up to a sturdy iron-plated 
door, located between two black buttresses. No quarily are in 
sight. A priest af the Dustmen, assigned as door warden, an: 
swers your knock, He has two zombies in tou and opens the 


door slighty 10 see if you ere turning tu a body, “Do you wish 
10 sr¢ the innermem?” he ask 

The gate is customarily left locked but unguarded when 
in use. In addition to the lock, the door is also secured by 
a heavy iron bar. Ifthe door is forced open, it makes a huge 
racket that brings the priest, zombies, and two guards from 
Area 12 to investigate in 1d4 rounds. 


5. Posue Meow at: This building is an open-air monument. 
Fora fee, the Dustmen will add deceased persons’ names {0 
the Roll of the Dead. Over centuries, the memorial his bi 
come full of the tiny carved names. (None of the barmies are 
memorialized.) The Dustmen pay no attention (o anyone in 
here unless something bizarre occurs. 
Four tall arches lead into an apenate chamber af black 
marble, A single stone monument stands in the center af the 
room. In ach eorner an oil-fucted brazier burns. The walls of 
the room are made of polished granite and are covered with 
thousands of flucly carved namex in various languages. 


THE MAIN FLO@R 


© Gee He This chamber is used to 
receive quests or funeral par- 

tes of importance, It is kept 

spotless and reserved for cere- 

monial use only. Five Dustmen 

stand guard here and also act as guides for any visitors wha 
need! 10 be taken to a different part of the building. At night, 
‘only two are on dy. 

This impressive chamber features a tall. vuutted ceiling 
‘and a floor af polished black marble, The walls are decorated 
vish dark. geometric carvings. Five for two, depending, on 
time of day} Dustmnen wait patiensly here. They offer their as 
sistance fo sw upon yuur approach, 

The Dustmen will send for any person the PCS request to 
see, or take them to any portal they wish to view. IF a fight 
starts, one of the Dustmen heads for Area 12 t0 get help. In a 
real pinch, the priest will step into Area 6 and attempt to 
‘command the armored skeletons there, 


5 Iyevauiay Goatees These rooms contain portals leading 
to various places in neutral planes, including Mechanus, 
Acheron, Arcadia, Limbo, Pandemonium, and Ysqard. Dozens 
of additional portals are available for more inaccessible areas 
of these planes in the catacombs, but the Dustmen find that 
‘most of their customers’ needs can be met with these general 
portals. In addition to the neutral planes included in these 
chambers, several portals lead to the more prominent prime- 
‘material worlds. 

This room is paved with dark flagstones and roofed with 
heavy stone vaults, Mank doorways carved in stone line the 
walls. Empty torch sconces and black wall hangings indie 
tau this room may be used for ceremonies from tne to rlme, 
The ceiling (s $0 tow thar shove of you wha are tall are Jareed 
fo stoop (0 avoid hitting your head. In the center of the cham 
ber ts 4 blak stone slab suspended by chains from the ceiling, 
allowing it to be faced toward any of the portals, I can be 
fitted to slide « boxy into the appropriate portal 

Each of these chambers may have something, unusual in- 
side. Roll 146 and consult the following. table. 
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Hote Sreciat Fagor, 
1 None. 

2-3 The tapestries, torch sconces, and braziers are dis- 
tinct for each funeral. A chamber is decorated with 
bright colors for an Upper Plane transportation, or 
with infernal trappings for the Lower Planes. 

4 Abbody prepared for a funeral has been left in place 
‘on the slab, covered with a sheet. 

4 Two zombies are cleaning up the chamber, They do 
‘not attack tunless a PC interferes with them, 

6 A group of 144 Dustmen led by a priest are conduet- 
ing an interment, They attempt to apprehend the 
PCs, 


6. Chvnmat Gases This large chamber is not used in any 
burial ceremonies. Instead, it iy reserved for gatherings 
‘of Dustmen and receives heavy traffic, 

Four vaulted pillars rise to mect in an opening tn the 
ceiling overhead. Red and black marble flagstones cover the 
Jloor 1H au Intricate pattern. Trophies, banners, anit coats of 
‘arms hang from each wall, displaying various Dustmen t- 
umphs, In each corner stand a pair of huge skelerons in an 
cient bronze armor, They do not react fo your presence 

‘The skeletons are animated hill lant skeletons, but their 
‘orders are to defend themselves only if attacked, anid 10 make 
sure that no one defaces or removes any of the decorations in 
this chamber. As long as the PCs mind their manners, the 
skeletons remain inanimate. 

Wthe Pes {0 loot this chamber, they'll find that 
‘most of the material is not very valuable, However, one dec 
tative shield is actually a large shield +2, two banners 
well-made tapestries worth 350 gp exch, and a trophy Isa 
magical bastard sword +1, lame tongue. The Dustinen won't 
rest until the foot is returned, 


7. Muyomsi Haus: The Dustmen are o¢casionally paid to let 
body lie in stare and arrange for viewings, This chamber is 
tused for that purpose, Currently, no one is being honored in 
this fashion. 

A tail brass candelabra stands iw each corner of this 
room, In the center af the chamber there ix a large stone bier 
with a glass cover. it is unaecupied. The floor is highly pol 
‘shed marble tite showing signs af wear, 


8, Awincaunine: This room is similar 
to Area 7. 1F the Dustmen arrange 
more than one viewing at a time, 
they'll use this room as a 
secondary chamber of 
state. It is also heav- 
ily used, and there is 
146 chance per turn that 
a party of Id4 Dustmen passes 
through on an errand. 


5. Stopact Rows: A number of small, 
locked rooms can be found scattered throughout the Mortu- 
ary. There are all kinds of interesting things in these cham- 
bers, Roll 1d6 to see what the general contents of any storage 
room are on the following table. 


Roa 
66 Contenrs 
1 mpyy 


2 Cleaning supplies, blankets, linen. 
4 Food and drink, including sacks of grain, barrels of 


‘salted meat, tuns of wine, casks of brandy, and a few 
normal rats. 
4 Weapons and armor, including partial suits of chain 


mail and scale mail, shields, helms, crossbows, bolts, 

‘spears, and short swords. 

ial materials, including assembled coffins, vats 

ming chemicals, and ceremonial trappings 
suitable for a variety of customers, 

6 — 2d6 zombies or skeletons awaiting orders from a 
Dustman. There is a 25% chance that the last orders 
they received were to attack intruders, 


10. Vauers: Thousands of bodies are buried in or beneath the 
Mortuary, Most of these are interred in the catacombs, but a 
number lie in the black mausoleums that surround the Dust- 
men headquarters. The ancient vaults are said to predate the 
Mortuary itself, The following is a description af a typical 
vault. 

Doors af brouze plate, carved with hideous imuges aml 
dire curves upon anyone disturbing the vault's occupants, 
guard this chamber. Inside, the wally contain scores of burial 
miches, most of them occupied. There are str niches in each 
10 10-foot wall vection, and the vault is fwo or three staries 
high. 1 must contain more than 100 ancient corpses! It has a 
cenrral sarcophagus of great size, covered with eurvings that 
Jill you with fear, You Jeol as though you're being watched by 
«© malicious presence, amu the howe of the corpses creak mast 
disturbingly as you walk by. 

Obviously, PCs intruding, in this area arouse the wrath of 
the undead. The DM can create customized encounters in each 
Of these vaults, or use the guidelines below, All af these are 
very difficult for Ist- oF 2nd-level characters, but if the pl 
5 Insist on snooping around in places of such obvious peril, 
then they deserve whatever they get. The possibititles includ 

+ Option 1, The vault contains a band of eight ghouls ted 
bby a ghast, who are feasting on ancient hones. They're 
more than happy to have fresher meat, . 

+ Option 2. Each round the party remains in here, 146 
skeletons animate and attack them. The PCs suffer a =4 
penalty to turning attempts in this sinister place, A 
skeleton warrior lies in the main sarcophagus, and ap- 
pears after four or five rounds. ... 

+ Option 3, The restless spirits of the dead haunt the vault 
and defend the bodies from any would-be grave looters. 
A spectre and 16 wraiths guard the chamber, but give 
the party a chance to flee before the undead attack. . 


There is a small amount of treasure hidden in and 
around the various vaults, if the PCs are foolish or deter- 
‘mined enough to search for it, Each burial niche is 109% likely 
to contain a random piece of jewelry on the bones of its oc- 
cupant. There is a 5% chance that each niche contains a 
weapon or piece of armor, There is a 1420 chance that any 
armament found in a niche is magical; otherwise, the passing, 
centuries have corroded it beyond use. 


+204 


11, Tos vias Vauie> Toranina explored the vaults when she 
First enlisted in the Dustmen, but had to flee for her life from 
most of them, However, she found one vault that was free of 
any horrible undead. She uses this chamber for storing things 
she doesn't want other Dustmen to find — such as the PCs if 
they get captured, At the moment, the only things here are 
four skeletons that attack anyone who enters, and Toranna’s 
cache that is placed inside the empty sarcophagus. It includes 
’s map showing @ rough layout of the Mortuary. with the por- 
tal leading to the Elemental Plane of Fire circled; 9 journal 
listing all the bodies that were diverted to the Rock instead of 
being incinerated normally (there are almost 40 names in the 
list, including Eliath and Tylarie}; a letter from Green Marvent 
{o Toran, including his oners to her; a serap of paper with 
the phrase “Shadowknave at the Blood Pit, 8 o'clock": a potion 
of healing, « potion of undead control, potion of invisibility, 
tun oil of elemental invulnerability (fire) a scroll of protection 
Jrom undead, and 9 change of clothes. 

‘he letter from Marvent reads: 

Foranna ~ Congratulations on your success in joining 
the Dustmen, You've made excellent progress. As we discussed 
earlier, the Eternal Boundary plan is now in process. Look for 
marks behind the right car of unknown or unidemifiable 
corpses, and make sure that they are cremated in the Elemental 
Plane of Fire, using the portal we identified. Move quickly; the 
sods'll revive In six OF eight hows, and Uhat would be wnfartw- 
ate, Hest wishes, Marvent,” 

Ifthe Pes have been captured, Toranna binds them se~ 
ccurely and locks them in this room with four skeletons as 
awards, To escape, the PCS will need fo get free of their bind= 
lings, defeat the skeletons, and then fet past the locked door. 
Their weapons and armor are in the back of one of the burial 
niches. IF the PC’ fall to escape, Toranna receives orders a 
later telling her 10 knock out the PCs and send them through 
the portal, 


12. Goqmunooye This Is the entrance to the faction headquar- 
ters area, A squad of six Dustmen are always on duty here, 
There aren't any ood reasons for the PCs to be here, and the 
‘Dustmen react appropriately. 

This chamber represents a distinct change in architecture 
{rom the vaults of the Mortuary. It is newer and decorated in 
somber colors. A group af Dustmen ave sitting at a table plays 
ing « game of chance, They Immediately see you and get up. 
“You're not supposed tw be here,” one save. 

The guards attack the PCs unless they come up with 
very dood explanation for their presence. Even if the PCs 
manage to excuse themselves without a fight, the yuards 
think about it fora round oF wo and then decide that they'd 
better follow the party and look into things. 


13. Faction: Reco At night, this office is locked and unoe- 
ccupied. During the day, 14 Dustmen and a priest work here. 
Non-Dustinen are prohibited from this area. 

‘This small office features @ number af huge filing eabi- 
nets, stuffed with all kinds of documents, Several Dustmen 
clerks are trying (0 sort papers. As you enter, they look up 
‘ani ask In surprise, "Who are you2™ 

The chief function of this office is to keep a record of 
every interment performed by the Dustmen. In addition, 
records concerning faction membership are kept here. It will 


take a PC about (wo hours to find the date, time, and location 
of any particular burial. (Mast of the barmies have been in- 
tered in the last six weeks.) Ifa clerk can be forced to help in 
the effor. it will only take about 15 minutes to find the infor 
‘mation. 


14. Feces Liseveys AC night this room fs locked and unoceu~ 
pied, During the day 146 Dustmen supervised hy a priest and 
a mage are here, performing research on various topics, The 

Il room adjacent to the library is wizard locked and con- 
tains the faction’s rare volumes. 

This room és a library. Crowded bookshelves line the 
walls, and huge wooden tables {w rhe center of the Foam are 
covered with various tomes and treatises, Several Dustmen 
are here, absorbed in their own studies. Ax vou enter, they 
glance up and ase, “Hey, are you supposed to be here?” 

Under no circumstances will the PCs be allowed to start 
looking through the volumes unless they have an escort of 
Dustman, and a high-up one at that, The library is mostly 
‘concerned with burial practices and sites, the undead, phil 
sophical works on death, and lists of gravesites. The rire vol- 
umes include dozens of especially valuable hooks (any of 
them would be worth 100 10 600 xp to a collector), plus sev- 
eral tomes on necromantic magic. Several contain spells and 
potion ingredient lists, 

IF a fight breaks out, the Dustmen are careful not to 
damage any volumes. The guards from Area 12 come running, 
to join the fray, arriving in two rounds. 


15, Revorme Most of the lower-ranking Dustmen gather 
here for meals, During the day, « few Dustmen are almost al- 
ways here. AL night the place is usually empty. 

Wooden fables line the walls of this long, narraw hall, 
Banners and coats af arms decorate the walls, but mast are 
“rene dark and somber, Aluvost a dozen Dustmew ave assembled 
around the various tables, Unlike most gatherings, the mood 


‘eater the room. Finally. one captais 
and what you think you're ding here?* ke demands. Other 
Dusimen begin 10 rise, hands on swondhils, 

‘Aaain. the PCs may be able to fast-talk their way out of 
this jam if they can offer a reasonable explanation and im- 
mediately retreat in a different direction, The Dustmen may’ 
believe the heroes to be a mourning party that took the 
‘wrong, turn. IF the PCs don’t tie quickly and convincingly, the 
Dustmen will try to capture or kill them. There are 348 Dust- 
men here, including the captain, 


Kunenes The lower-ranking Dustmen rotate through this 
duty. The cooks work odd hours, rising tong before dawn to 
start working on the next day's meal. 

Pots and pans hang overhead, and nest meal is roasting in 
twa large hearths. The kitchen is crowded and disorganized, hut 
efficient. Six sweating men and women are preparing food and 
washing dishes. A haunch of meat sizeles over one fire. and a 
‘huge irom pot of stew bubbles aver the other, One of the cooks 
catches sight of the party and says, “Diner's wot for three 
‘hours, bork, Get out af here before we report you.” 

Unless the PCs are clearly a threat, the cooks ignore 
them and continue their work. At night this room is empty, 
and the hearths are cold. 


oue 


17. Common Roowe This room is occasionally used as a meet 
ing chamber. A couple of small tables with a dozen or so 
chairs are in the center of the room, and along one wall there 
are three kegs of cider. At the moment, the room is unoceu- 
pied, bur there is a lor of traffic in this area. 


18, Dowyiyowws: Each of these rooms is the temporary home 
‘of 1420 Dustmen. The smatler chambers belong to 143 of 
tmiddle rank, While the large chambers are open bunkrooms 
shared by 1d10 + 10 low-ranking Dustmen. During the day, 
most of these rooms are empty. but at night the residents re 
tum for sleep. 

Each Dustman is provided with a small bunk, a locked 
trunk, and a little closet space. The large bunkrooms are very 
spartan, and resemble military barracks. Generally, only 
16-1 (0 to 5) Dustmen are present during the day, but most 
everyone is sleeping here at night, Most in the large 
bunkrooms are standard Dustmen or Dustman guards. 

The smaller rooms tend to be more comfortable. There is 
1 1420 chance per occupant that someone is present durinyt 

aytime, Dustmen who merit individual rooms are fighters, 
priests, and mages of levels 1d6 + 2 (3 to 8), Roll on the fol- 
Towing tables to see who tives in any given room, 


Ron Rees 

tn Gass tn Race 

1-2 Fighter 1-3 Human 
3 Thiet 4 Githzerai 

45 Priest 5 Tefing, 
6 Mage 6 Other 


Hach Dustman’s private possessions are kept locked in a 
trunk or footlocker. Clothing, an extra dagger oF short sword, 
ind possibly (25% chance) a sult of ring mail or studded 
Feather armor can be found in each trunk, In addition, 3410 
up, S410 sp, and 5110 cp can be found in any given locker, 
Migher-level characters are more likely to have interesting 
things in their lockers, but PCs who ry (0 loot the dormitories 
will be caught sooner or later. 


THE UPPER FLOOR 


19, Tokaner’s Roope This chamber is almost identical to the 
other dormitories that surround it. Toranna is careful 10 keep 
any ineriminating evidence in a different part of the building 
(Area 1, (0 be precise). She keeps odd hours and is often 
one for most of the night ~ there is only a 1 in 10 chance of 
finding, her in Her room, 

A thorough search of her belongings reveals a holy sym- 
bol dedicated to Cyric, a pair of heavy keys (used to secure 
the crypt when she’s not there), and a small pouch full of red 
iass beads, The beads are used fo open the portal to the Ele- 
mental Plane of Fire. Her other belongings include several 
changes of clothing and a pair of earrings worth about 75 gp. 


20. PRLoaRATION Canons: These large, open rooms are used 
10 prepare bodies for interment. The various tools and chemi: 
cals of the embalmers fill the chambers. 

row chains hang from a rack system in the stone ceil 
ing, supporting cold stect slaby draped with sheets. Almost 
dozen of the platforms are seaitered through the room, several 


with badicy sprawled over them. Metal shelves with Jugs of 
foul-smelling chemicals avd rails of white linen fine the 
walls. Grisly tanks, pumps, and cutting instruments are 
ranged by the badies wn the slabs. At the far end af the 
uum au open balcony averloos the central chamber 

This area was once a yallery or council chamber that has 
been appropriated for use as a preparation room. Although 
these two chambers are eerie and unseitling, there's nothing 
immediately hazardous or useful in either room. The embalm- 
ing chemicals are poisonous (type F if ingested), and a num- 
ber of instruments akin to dagyers or knives can be found. 
The bodies are unremarkable. 


21, Famarwon’ Guastnine This room is identical to the prepa- 
ration chambers (Area 20) except that a group of Dustmen is 
at work here, Add the following description for this room, 

Livry one of the iron slabs is occupied in this chamber, and 
several Dusimes are at work preparing the boaies. Six combies 
stan by, oceusionally moving trades from platform tw platfurm 
1s ordered hy the embalmers. Ax you enter the Dustnen tak up 
in surprise. “What are you doing tere?” one demas, 

If the PCs enter this room during the Mortuary's open 
hours, the Dustmen are satisfied with any reasonable expla- 
nation. At night, they assume that the PCs are intruders and 
fonder them to surrender, If the PCs don't, the Dustmen attack 
after ordering the zombies to “Get them!” 


/) Recrnme Koote This ehamber is identical to the prepara 
tion rooms and embalmers’ chamber, but is used for a differ- 
ent purpose. When bodies are first turned over to the Dust- 
men, they are sent here 10 be sorted and listed. This room is 
always busy. regardless of the time of day, 

Tran shelves fine the walls of this room with shect-car 
cred bodies Iing an them. Chaiw-supported platforms hang 
Hhroughout the roam, supporting more bodies. There are at 
least tw dozen in here. Several Dustmen are, checking aver 
the bodies and writing out tuestags. A huge. dusty rolume sits 
tow a desk In the room's center in which a seribe constantly 
imabes entries. Zombies shamble back and forth. moving the 
‘basics in and out as directed by the Dustanew 

During the day. the Dustmen assume that the PCs have 
wandered away from their escorts and offer to show them 
bback to the waiting area. At night, they assume that the PCS 
mean trouble, and order the zombies to catch them, while 
they send a someone for help. There are four Dustmen, a 
‘magle, and six zombies in this room, 

There's nothing, unusual about the bodies, but if the PCs 
examine the book they'll find that someone named Toranna 
signed for each barmy or bubber that was brought here, in- 
cluding Eliath and Tylaric. 


Syceweey Cosumoes: These rooms are very similar to the 
interment chambers described in Area 5. The chambers on 
this level generally lead to Upper or Lower Planes such as 
Elysium, the Gray Waste, the Beastlands, or Carceri. Refer to 
Arca 5 for the unusual features that may be present in one of 
these chambers. 


24 foes: Pee No matter what time itis, the PCS encounter 
@ burial party in this room. Six Dustmen are interring one of 
their own in a portal leading to Pandemonium, 


one 


Gray curtains and iron sconces with yellow flames frame 
this chamber in leaping shadows. A body wrapped in tight 
black sheers fies on the platform, and six Dustmen stawnd 
around the decewsed, AX you enter, the Dustmen look up, and 
their eves narrow in anges. “Who dares to disturb our cere 
ny?” growls one, 

The Dustmen 
come up With an ex 
The 


tack any PCs who enter unless they can 
lent explanation for their presence. 
and one priest here, 


25, Active the PCs enter this room, they find 
‘one zombie standing before a porta leading ro 4 graveyard in 
the Outland town of Plague-Mort. Unlike most in the Mort 
any. this is a regular portal that opens with no key. 

This chamber is bare of any srappings except for aw trun 
platform. A eombie stands motionless hevide the slab. ignr 
ing you. Suddenly, one of the Blank stone arches glows with 
flue light, tn a moment, a dim, crimson landscape appears 
inside. A town af dark stane with ruzorvine covering the 
huitding walls appears witkin the portal. A graveyard 4s in 
the faregrond. 

The portal persists for two ar three rounds, and then 
Vanishes, The zombie is posted here to watch for portal open: 
ings and stop any non-Dusimen from entering the Mortuary 
{rom this doorway. The PCS can use this poral as an emer 
Meney escape from the Mortuary, 


26, Faction Arsonys This room js protected by a d 
heavy iron plate with two massive padlocks (-20% to 
locks attempts). The Dustmen store weaponry here in case 
they can’t get to their main armories in the catacombs 

The armory is guarded by two monster skeletons similar 
1 the skeletons in Area 6, They are under orders to attack 
any non-Dustmen who enter this room, but will not pursue 
‘any who flee the area 

The armory contains 20 spears, 25 short swords, 15 light 
crossbows with 15 cases of 20 bolts each, 4 sults of seale 
mail, 12 suity of ring mail, B shields, 4 helmets, and 4 tong 
swords, In one corner there is a locked trunk «ua 
spring-loaded dart trap that attacks with a THACO 
inflicts 1d6 points of damage on anyone who opens the trunk 
without first disarming. the trap by using a seeret Keyhole on 
the trunk’s back side, The trunk contains a dagger +2, ong 
sword +1, six quarrels +2, 0 potion of healing, and a wand of 
‘magic missiles with 19 charges. 


7, Feri Counc: Chaneee The leaders of the Dustmen 
kuther in this room for meetinus. The room is customarily left 
‘pert, but is ot used very often 

‘A table of dark mahogany dominates the ceater of this 
room. It i ringed hy chairs with high, arched backs. The 
walls ute covered with dark pancling. On one wall hangs 
massive copper symbol ~ the emblem uf the Dustmen. One 
seat clearly must belong to the high-up man, since i's 
tered beneath the Jaction’s swmbol 

On the underside of the table in front of this seat 
there is a light crossbow suspended from the table, 
loatled with a magical quarrel +2 smeared with Type E 
poison. The chair also has a secret lever that opens a 
trapdoor for someone to make a quick getaway to the 

hallway outside Area 13. 


Ithe PCs 
linger here during the 
day, there is a 1 in 6 chance per 
turn that a group of Dustmen captains and mages will come 

fora meeting of some kind, They won't take kindly (0 the 
presence of intruders here. 


ih Fecvo Srowteers Orrin: During the day, this room is 
open, and occupied by the fuctol’s bodyguards and appoint~ 
‘ment secretary. AC night, the door is locked securely and also 


wizard locked at the 12th-Ievel of ability 

This chamber és favishly appointed with samber furnish 
ings that remind one of w coffin, A desk sits in one corner aid 
‘bookshelves tine the walls. A studious man in the robes of a 
mage sits Wehind the desk, making wates in a journal. My the 
‘opposite door. two tough-looking warriors stand guard. They 
instantly challenge, "Whoever you ave. you've come ta the 
wrmig place, Start explaining, and do it quick?” 

This is definitely trouble for the PCs. The two body- 
duards are fighters at least three levels higher than the aver: 
ge party member, and the wizard ix a fellow named ko 
(Pi/é h/W 12/DU/NE) who is the second: rank 
mber of the Dustmen. All three are protected by pow. 

gic, such as sfoneskin spells, and have magic 
weapons and armor. The party shouldn't win any fight here, 
so equip these NPCs as necessary. 
or two rounds, the factol and his personal 
Area 29 come out to see what's happening on, 
tand three rounds after that Dustmen start arriving at the rate 
of 2d4 per round (o capture the intruders. 

IFthe PCs immediately knuckle under and offer good 
excuse, they might walk away unscathed ~ Komosal can be 
persuaded that the PCs are a group of mourners who took the 
wrong turn, He'll escort the PCS to the front daor, If the PCs 
surrender, the Dustmen hear their story. Refer to “Getting 
Captured” in “The Mortuary” section of this ehapt 

IF the PCS set in after hours, they can remove a number 
of valuable documents from the bookshelves. One of the doc 
uments is.a list of the portals in the Mortuary, their destina 
tions, and their keys. They lead 10 any place the PCs mijght 
want to go, and plenty of places they don't 


29. Fares Ore Like the seeretary’s office, the factol’s of 
fice is usually occupied during the daytime and empty at 


ight. Ifthe heroes somehow manage to break into this 
chamber, they'll find even more trouble than in the seere 
y's office. 


The factol’s office is exatically furnished with mementos 
and decorations from many planes and prime worlds. Secret 
safes conceal rare treasures, bookshelves contain a number of 
potions and scrolls, and several extremely valuable objects of 
At are scattered throughout the room. 

The factol himself is a powerful lich named Skall (mon 
ster/W 19/Du/NE}, who has run the Dustimen for several hun- 
dred years using various illusions to present different faces to 
different people. He's attended by two elite bodyguards, Skall 
is powerful enough to kill or capture the PCs without break~ 

Wf a sweat. IF the PCs do fall into his hands, he will drag the 
truth of what's happening out of them and then send them 
into the plane of Fire as cannon fodder to put a stop to Mar- 
vent's plans, 


Be 


By night, all entrances to this chamber are guanded by 
ibols of fear. A squad of six juju zombies make sure 
none of the factol’s belongings are tampered with when he’s 
not here. One of the interesting features of the room is the 
‘eastern closet, which is @ portal leading directly to the citadel 
of the Dustmen on the Negative Energy Plane. 


THE ®VERVAUL+ 


10. Ju Oviuvacits This low chamber sits directly beneath the 
dome. Portals leading to the various Elemental Planes can te 
found in the small galleries that surround this chamber. The 
area is only tightly trafficked. 

The upper level of the Mortuary’s dame is one expansive 
chamber, divided by the vaulting that supports the roof. Nar 
row galleries run around the perimeter af the room, with dark 
partuls gaping. Chains suspended fram the ceiling support @ 
umber af tran platforms similar ro thase In the chambers 
‘claw, Several sheet-draped bodies await interment, and se 
eral zombies shamble about the room. maving the bodies or 
‘rcasing the chain tracks. From one corner @ brilliant reddish 
Aight dances beneath the roof. Two Dustmen are standing be- 
Jore a portal filed with raging flame, They seem about to slide 
4 body through the part, 

IFthe PCs have not met Toranna yet, or have no real idea 
of what's going on. they encounter her at her work, Toranna 
and her assistant are interring the body of a barmy that was 
just received. OF course, the barmy isn’t really dead ~ he’s 
‘been affected by a feign death spell. and Toranna ts sendinye 
him to the Cltadet of Fire; 

‘When Toranna sees the PCS, she orders the nearest zom: 
bies (there are four of them) to attack, and sends her assistant 
for help. The assistant returns in six rounds with the squad of 
Dustmen from Area 12. In the meantime, Toranna fights a de- 
laying action, 

‘Toranna has a pouch on her belt with dozens of red glass 
beads in it, the key used 4 open the portal to the Elemental 
Plane of Fire, The portal is open when the PCs arrive, se they 
‘can jg through it if they move quickly. 

It Toranna is captured, she resists questioning. If she is 
charmed, she can give the party most of the details of the 
Frernal Boundary plan, She knows that the Shadowknave is 
working in the Hive to find barmies to send to her, and she 
knows that the bodies she receives are not incinerated bat in: 
stead picked up at the Citadel. She suspects that Marvent has 
some use for them, but doesn’t know that they're being Fe 
turned! to the city oF Sigil. 


THE POR+AL 


The key to the portal is a red, glass bead, which is consumed 
in the opening. When the portal opens, it appears to enter 
into the heart of the Elemental Plane of Fite, Nothing but 
raging flames can be seen from this side, When a PC passes 
through, Ko on to Chapter Il: The Citadel 


31. Factat's Quaxtess: These chambers are reserved for Skall 
Although he has little use for them, he maintains the illusion 
Of life and retires to this room to read or study at night. The 
door to this room is wizard locked and guarded by a symbol 
of fear. The windows are barred by walls of force and further 


warded by symbols of hopelessness. The walls and floor are 
made from special mortar that prevents the passage of phased 
‘or ethereal characters, It should. be impossible for the PCs ta 
et in here. 

Even if the PCs do manage to get in, they'll find that 
Skall has a very powerful tanar'ri familiar (a glabreeu or 
hezrou is appropriate) that is more than capable of taking 
apart the party, The tanar'ri attempts to capture the PCS for 
questioning by Skall later. 

The other quarters on this level (Area 18) belong to 
Skall’s bodyguards. Refer to the description of the dormitories 
for details of their contents. 


12, Faeries Lseowainnys This rooms are reserved for the use of 
Dusimen wizards. A fine supply of magical and alchemical 
materials ean be found here, During the day, 143 Dustmen 
‘mages are conducting research or brewing, potions here. At 
night four juju zombies stand watch. 

Lang work tables line the walls, with seroll-racks aud 
cabinets containing unusual chemicals, This rou is abri 
‘ously a wisard’s laboratory. Several experiments appear 40 be 
in progress: there are bubbling heakers, strange apparatus, 
and pages and pages of notes seattered everywhere 

Neither the wizards nor the zombies will allow any in- 
‘nuders to remain In this room, but if the PCs somehow ma 
age to evade detection, they'll find a number of interesting, 
is here. A thorough search tums up 1d6 random pations 
and 143 random scrolls, Magical supplies such as diamond 
dust, sulfur, and powdered pearls, ean be found. IF the PCs 
loot this room for everything of Value, they can find 400 t0 
2.400 (4d6 % 100) gp worth of materials 10 sell Late. 


14, Sunes Dedicated to the powers of death, the various 
priests belonging to the Dustmen use this chamber for their 
‘observances. It Is usually empty at night, but during the day 
13-1 10 to 2) Dustmen priests are here, Involved in prayers 


the center af this cham 
her, Tapestries af dark purple and black decarate the room, 
and bruziers smolder in the corners. Standing before the aliar 
ix @ Dusiman wearing ceremonial rohes. Six skeletons flank 
‘ie, with battle ares in sheir bony hands. The Dustman turns, 
startled, as you enter, 

The Dustman priest assumes the PCs are new recruits 
and dismisses them, Nidden in the altar is a concealed com 
partment with six pieces of an altar service worth 75 gp each 


4 Gone Gamer: A permanent portal leading to the Out- 
{and town of Xaos is in this chamber. Six Dustmen svard the 
doorway against any intrusions. On occasion, the Dustmen 
use this portal to smuggle people out of Sigil. 

The first thing thot meets your eves in this room is sh 
ale glowing doorway in the middle af a stane wall, Otherwine, 
the chamber Is plain, with serviceable furniture and a shut 
tered window. A group of sux Dustinen stand watelt here 

When the PCs enter, the guards assume that they are in- 
traders and demand the party's surrender. The portal is an- 
other emengency escape rotite for the PCs if they get in serious 
trouble. OF course, the guards have something 10 say about 
that, Unless the PCs can come up with a good story quickly. 
‘the Dustmen attack them, 


tue 


The heroes" path leads to only one place: the Mor 
tuary’s portal to the Elemental Plane of Fire. The 
only mystery left for the PCs to unravel waits on 
the other side. 


ta E RNAL of breathable air. The air is maintained by an 


cfreeti prince 
dreds of yea 


{has been abandoned for hun 
s. The Illuminated use it as a base 
| far sorting. the 
deaders who come through the Mortuary 
portal. The bodies marked by Toranina in 
the Mortuary are 
set aside far re 


in the plane of Fire. Its location is id 


vival later, and 
the rest thrown 
Into the flames. 
Once a barmy 
has been revived, 
HMluminated clerics and wizards 
work to cure or suppress the victim's 
insanity, When the vietim is lucid 
‘agin, a charade of divine 
intervention is set up to get the 
harmy to willingly serve as an 
agent of the Hluminated, About 
once a week, Marvent’s agents activate the Lower Ward portal 
to Sigil 
Once the PCs et this far, they should identify the residents of the 
Citadel as enemies. There are three plans of attack the players are likely to 
sault the Citadel, they can masquerade as deaders, or they ean 
y in by pretending to be in on the plot. 


tases they ea 


their 


Assault, Antacking the Citadel is fairly easy, The heroes may use any num: 
ber of tactics. Resistance will be light at first, since the Huminated don't 
expect an attack from the Mortuary, but the villains quickly get organized 

meet the threat 


+ 1erade, Mopefully, the PCs took the trouble 10 mark themselves! Oth 
erwise, the Illuminated will casually toss them into the fire once they arrive 
at Area 1, If marked, the PCs are taken to Area 16 and placed in cells until 

WELCOME +o tHe reed ; : ; : 

LIGH+, BERK + Bluff. A bluff only works if the PCs get the details of the plan from 

Toranna before coming here, The lluminated aren't expecting, any rein 

— COMMANDER IM@GEN forcements ar messages, so the PCs have to invent a believable sory. If 
or ene ILLUMINAFED, they pull it off, they'll be given free run of the Citadel 

+04 NEWLY ARRIVED See. ae Se af ; ae 

“‘DEADER Mt Nures: Unless a PC is magically protected, one round’s exposure to the 


Elemental Plane of Fire is sufficient to kill a character if he fails a saving throw 
vs. death. Even if successful, the PC suffers 5d10 px 
certainly enough to kill any low-level PC 

The last encounter in this chapter, “The Illuminated,” can be run anywhere 
in the Citadel. Imogen leads her elite guards against the PC party once the he- 
roes’ presence is discovered; they track down the PCs to end the assault. Play 
this encounter at the most dramatic moment possible 


5 of damage ~ almost 
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~~ 


THE CIFADEL 
@F FIRE 


1. RictiviAe Patios: This terrace is the receiving end of 
the portal from the Mortuary. The portal is two-way, and as 
long as a character has a red glass bead, the portal can be 
ul over the flames, and is 3 feet above the terrace level. From the other 
directly into the flames. 


pened at will. The por 


tal faces 


side, It seems to lea 


You find yourselves stumbling onto a wide flagstone urb rings it, Hehin 


anid 

rerrace along the elif face. The p 
hy isl 

regard you with sus 


a wall af sheer rock bars the way. A stone stairs ascends away from the 


form faoks ou ial Plane of Fite, a raging inferno that 


surrounds the nd entirely. A bottomless gui eneath the plaiform, Four armed 


when you arrive on the plaifarm, “I don't know who you are ar whe 


thought-you were going, bur you're come to the W ace. berk.” says one. “Drop sour weapons! 
IF the PCs 
the cliff wall 
Three of the men are tluminated gu 
Alver Kend, an Illuminated priest who supervises the handling of the barmiecs on the platform. Ia fight 
breaks out, Alver orders ane of the guards to go to Area 2 to alert the Citadel. Alver looks for a spelleaster 
and uses his silence spell on him, fa PC gets clase to the edge he command ~ “Leap! 
Any of these guards can be interrogated about the complex. They know roughly wh 
room and how the operation works. The guarls also know th 


for any reason, since It renews the safe pocket surrounding the Citadel, 


ve by playing dead, the armed men simply pick up thei 


dies and stack them heside 


ds (see the NPC roster on the inside cover), and the fourth is 


gets him for a 


h 
the gem in Area 10 must not be disturbed 


Guann Puarvowne This 
The tumina 


nie lanuling. is suspended over empry space, jutting out from the Citadel's side 


Hse it as a quai 


post 


A platform af juts out from the side of the cliff. Five well-arm 
over the urea. A bal : and drawn in the center of the pla 
The hobyablins chatl 11 as yuu ascend the stairs: “alit Who goes then 


The hobigoblins are me p the Citadel safe, They assume that the 
PCs are intruders and move to attack. The hobgoblins aren't familiar with the plan, but they do know that 
drunks and barmies are carried past their post on occasion, They also know that they a 10 
Ho near the temple. The ballista cannot be turned el 


‘enaries hited by Marvent to help ke 


fire on the Cit 


). Lownie Gatttnr: Barmies who tend toward evil alignment are led through this hallway on their 
Way to meet the “avatar” of their patron deity. When some 
one is being programmed, the mages use ilusion spells 
To dress up this arew and make It appear to be part of 
the Lower Planes, 

This hall 


‘orated with sinister care 


ings and dure wall trappings. Th 


statues of fierce fiends in variow: A 
gine of black iron Ties at the end of th oned with terrible runes and Broken bones and 


However, the 
secret gesture 


Despite appearances, there Is nothing particularly dane 
door is trapped with a glyph of warding. Any character who approaches without making, 
must make a saving throw oF suffer 142 points of damage and be struck blind for 1d6 + 2 rounds. At the 
same time, a magic mouth proclaims, “FOOL! NOW YOU SHALL RECEIVE THE PUNISHMENT YOU DE 
SERVE! ADVANCE INTO THE HALL OF JUDGMENT!” 


us about this passagewa 


4 Lue HALL: This chamber is the stage for barmies who are me 
as a meeting hall and refectory; when the theatrical trappin 
kitchens closed down. At the moment, several hobgoblins are rem 
vine performance 


ng Lower Planar “powers.” It doubles 
s are needed, the tables are removed and the 
ing the tables in preparation for a di 


The walls are covered by dark 1 arrases. A throne af black stone rests on a dais at the 


room's far end. Smoking braziers stan of the throne. Several hobgoblins are carrying tables 


from the center of this room fo 1 already been stowed, an 


remain in the room's center. 


+27+ 


When the tables are re- 
moved, the chamber becomes much 
‘more imposing and threatening. 


There are a toral of four hobgoblins here 


They have 
the PCs 


been temporarily assigned to kitchen duties. Wh 
ent 


the hobgablins think that they are new 
Jet the heroes pass unless the PCs do something out of 
the ordinary. They defend themselves if attacked. 

The curtained alcoves contain various supplies, 
nix barrels of salted meat, 35 sacks of grain, four sides of 
curing beef. two picks, three axes, two hammers 
nails, four 50-foot coils of rope, and four kegs of weak a 


keg of 


4, Gu ved Quaeines: The hobgoblin detachment hired by Green 
Marvent is quartered here, The room also doubles as a watch: 
post, since its arrow slits look out over this side of the Ci 
‘and command the portal platform beneath. 

This fs a military bunkroom, wit aver a 
and heavy foorlockers lining the walls, An 
sits in the 


#6 bun 


quipment rack 


ver of the room, Three arrow slits ook out aver 
tie raging fires outside. Lurid orange light blazes through the 
slits. Four hobgoblins are throwing dice 

center, the habgoblins leap up an 
tw the attack! 

The hobgoblins are only wearing partial armor 
ACH They can arm themselves normally, A search 
rooms reveals three suits of scale mall, a set of clos 
zoned with a lidless eye (the Hum 
spiears, two long bows, and 24 arrows, The 
tain a total of 78 sip. 155 9p. and 229 ep. 

The hobgoblins were enlisted by Marvent in Plague 
Mort, and know that people are received in Area 1, detained 
in Arew 16, and then sent off from Area 13. They don’t know 
Why, or what's being don 


in the comer. AS you 


seize their weapons, rushing 


ed's symbol). five 


lockers con- 


6. The Kress The Mluminated 
luxuries here, and their diet is 0 
The kitchen is small and not well equipped, 
id meals than hot ones, 

A single dirty hearth takes up ane wall of this dingy 
kitchen. A few spartan counters and bare cupboards line the 
other walls of this room, Two burly men in aprons are cook- 
ing a suspicious-looking stew over the hearth, seasoning it 
with liberal amounts of pepper. 

Like the hobgoblins in the previous room, the cooks 
sume that the PCs are newly arrived reinforcements unless 
the panty picks a fight, This room has cooking vessels such as 

pots and pans, and utensils scattered throughout. 
Staples such as flour, sugar, and dried by 
can be found in large barrels in the pantry 


arrison doesn’t enjoy many 
ief hi 
and the gu 


¢ of their c 


‘ships, 
rts 


eat more ¢ 


+ 


7. Ges Strait: This passageway connects the Lower Hal 
with the Upper Landing, It is heavily traveled, since itis 
the principal access to most rooms in the Citadel 
‘A set of wide, ed marble stairs climbs 
steeply upwards toward a large double door 
at the upper landing, ascending In three 
20-foot lights, The ceiling is a high, 
pointed arch 25 feet overhead. Sev: 
eral doors can be seen at the land- 
ings of the stairway, and a pair of 
statues occupies the middle landing 
The tw cpict leering gargoyles. The xangoyles 
a trap: if someone steps on a special trigger stone in the 
middle of the landing (50% chance if the PCs don’t look at 
the floor), the gargoyles shoot roaring flames from their open 
mouths, inflicting 246 points of damage to the poor sod who 
set off the trap, and 1d6 points to anyone within 5 feet of 
jan for half damage applies) All the 
is know of the trap and avoid it 


him, (Saves vs, paralyz: 
ade!'s inhabit 


8. Higrme Lesoosc: This platform is usually unmanned, unless 
some denizen of the plane of Fire threatens the Citadel. It is 
quipped with a ballista and 10 spears for the engine, Several 
je barrels of water, shovels, and blankets are nearby for 
fighting fires. The ballista is mounted In such a fashion hat it 


cannot be turned to face the Citadel or anyone on the platform. 


Standing on a pinnacle of rack, this tower 
doubles as 4 bunkroom, storehouse, and armory. The tower Is 
actually thtee levels tall; the level beneath the one shown on 
‘he map is the armory, and the level above is a rooftop battle 


plarform with a batlista mount 
Inside the tower are four IMluminated guards, Including, 
Two more are on the tower's roof. Bunks and 


1s are provided for about a dozen soldiers, but some of 
con duty elsewhere. The tower's door is made of 
locked, so it will be extremely difficult 10 force 
od for Open Doors attempts) 
PCs engage the two outer guards In a fight, the 
le the tower and on the roof will aid their com 
fully placed missile fire, All guards fighting, 
enjoy 75% cover, So attacks against 
are made with a ~4 penalty. 
The lockers cont Ay of arms and equipment, in 
cluding three suits of leather armor, five short swords, two 
short bows, and 45 arrows. A total of 35 xp. 68 sp, and 99 cp 
1 coinage. The armory downstairs 
+s 12 spears, two suits of chain mail, and four medium 
jelds, Iron rations for 200 man-days and six barrels of 
are also kept here 


archers inst 
rades with 
from inside the towe 


1 be collected in sm 


10. Upre Hatt: The Hluminated repaired this structure, a 
white marble temple, when they discovered the rock. This 
‘building and the tower are the only structures above the is 
land's surface. Inside, a great altar of white stone rests under 
a dome at the end of the building, The Illuminated priest 
Brandal and his acolyte Margram keep this building in pris: 
condition, Two Illuminated guards stand beside the door 
Brandal and Mangram are engaged in a ceremony. 


Brandal assumes the PCs are intruders and orders the 
guards to subdue them. If the PCs come up with a very good 
story, he tells them to “Go check in with Imogen before you 
start wandering around,” and dispatches one of the guards to 
lead the party to Area 15, 

The jewel on the altar has been enchanted by Green 
Marvent (o maintain an atmosphere of cool air around the 
rock Island. If the gem is shattered or removed from the ro 
the Citadel's atmosphere begins to collapse. The PCs instantly 
1 increase in the temperature that quickly grows 
tolerable. They have one turn to escape before the atmosphere 
fails entirely and the place is overcome by the surrounding 
ames. (See “The Flames,” below) 

Brandal is in on the details of the Eternal Boundary plan. 
and helps to restore the barmies and bubbers sent here. If the 
PCs get a chance to search th 
room, they'll find two potions 
of vitality, (wo elixirs of 
health, and four potions of 
healing in i secret com 
ment in the altar, The gold altar service 
set is worth 250 gp and includes two ean 
dlesticks, a platter, and a chalice. 


notice 


Beneath one of the 
statues in the circular al: 
concealed trap 
door that leads to a secre 
sagfe to Area 15, Imo- 
’s chambers. The pas 
sageway is trapped by a sepia 
snake sigil 1o discourage trespassers. 


11. Farry Quaetees: This bunkroom is re 
served for a detachment of Huminated mer: 

aries that isn’t here right now. The platoon was recalled to 
Plague-Mort to assume guard duties there. There 
mply bunks and footlockers, with empty weapon racks and 
armor stands, 

This area is a safe place for the PCs to rest for a short 
time, but if Imogen decides to search the Citadel room by 
room, she won't miss them. 


12. Uren Thwaace: Located on the upper surface of the island, 
this is the second-highest point of the Citadel. Only the tow 
and the temple stand higher. The terrace is used for asse 
blies and musters of the guard detachments. 

The PCs find a broad, open courtyard ringed by stone 
battlements overlooking the flames that rage around the 
Citadel, A pair of fortified iron-plated doors leads into the 


hillside at the terrace’s southern end, A squad of four merce 
aries stands watch here. When they spot the party, they 
challenge the PCs. Standing at the far end of the terrace is a 
huge stone statue of an armored man looking out over the 

race. As the PCs approach, the statue (urs to look, then 
tums away, 

Ifa fight breaks out, one of the guards runs inside and 
heads for Arca 16 to get help and spread the alarm. If the PCs 
came from inside, the guard leaves by the eastern walkway 
and heads for Area 9, It only takes 1d4 + 3 rounds to bring 
reinforcen 


ts here 
The statue is a stone golem, placed here 
by Marvent to defend against th 

from the Elemen 
Since the monster is immune 10 
most fire attacks, it 
fares 
well 


against 
the eleme 
tack this place. 


tals that 


The golem is proygrammed 
to accept orders only from Imo: 
ny fire ele 
ores all 


gen. Its current orders are to attack 
Js that set foot an the Citadel; It ig 
‘other intruders 


13, Maw Posts Green Marvent ke 
touch with the Citadel through Sigil’s ports 
nd before Marve 

k alleyway In the 


portal was located on the Is 

found it, and leads to ad 
Lower Ward of Sigil, Marvent and his followers 
n travel from Plague-Mort 10 the Citadel by taking a trade 
Sigil, and then using this portal to travel from Sigil 
ntal Plane of Fire. 

The key to this portal is difficult. A passwall spell must 
bbe cast on the portal, opening it instead of creating. its normal 
effect. Since only Marvent is capable of casting the spell, the 
Mluminated use the Mortuary 10 handle the shipment of re 
cuits 


1 over the abyss of fire from the 
Jowest point of the island. In the eliff wall that boriters the 
mi, 9 circle of glassy obsidian has been inlaid to form a 
in the rock 


This platform hangs « 


plats 


door Two mercenaries in seale mail stand 
you approach, they look surprised and ask, 


Ane you our relief? You're 


guard here. A 
When did you cutters get here 

The guards mistake the PCs for their relief until the PCs 
do something to convince them otherwise. The guards try 10 
flee if a fight breaks out and it looks like they're outnum: 
ered, The guards don't know what the key to the portal is, 
but they do know that only Marvent can open it by casting 
some kind of spell 


14. Ornicer’s Qu 


s: Imogen’s lieutenants use this chamber 
as their living quarters. The room is shared by the chief priest 
Brandal, his assistant, the hobgoblin chief Hurfang, and Cap- 
ds Trent. Brandal and his assistant are in the 
temple, Hurfang and Trent are here. 


+304 


The bunkeoom has b 


0 private quarters 
Curtains divide the room, and 
comfortable bunks and desks can 


be seen in encl area. In the 


center an aaken table and wood 


double us a conference area und 


afficers’ mess. A burly human 
in plate mail and a tough 


lwoking hobyoblin 


‘anid hobyoblin quickly rise. “You're w 


ours.” the human says. 
Both Hurtang and Trent call for 
can silence them quickly, Imogen hears the 
and comes to their aid with her bodyguards 
Murfang and Trent fight to the death, exp 
Trent is armed with a long sword +1 
A search of the cubicles turns up a total of 360 gp, 446 
sp. and 217 cp. Each NPC keeps his treasure and extra equip: 
ment inva locked trunk, In addition, Brandal’s trunk co 
ly water 


wards. Unless the PCs 
fi 


Area 15 


1d3 rounds, 
ing no quarter. 


a holy symbol and four vials of h 


Quanyans: Imogen is Commander of the Chhadet 


ity operations. She is also the only mage of the 


and supery 


rison, Her quarters are patrolled by tw 
‘tioned just outside the door 
r 


ards who 


iy. They ehalte 


weapons at the on h 
Inside, the commander's chambers are spacto fu 
ished. The oui s an office. the inn ” 
ing chamber, Both are furnished with con feath 
couches and rosewood desks and tables. Heh at dev 


hind Wer, When you enter, she li 


any new arrivals.” she ’ 


Ifattacked, Imogen tries to subdue the party with spell 
She casts a blur on herself in the first round, and follows that 
with a web to subdue the party. She'll use more deadly spells 
if necessary, IF hard pressed, Imogen flees through a secret 
passage in the north wall, concealed behind a bookshelf 

M locked drawer in her desk contains « potion of healing, 
1 sack of red lass beads, a pouch of seven 100 ¢p diamonds 
land a scroll with three pass-wall spells on it. Other drawers 
contain correspondence from Green Marvent directing Inv 


yen to “command the Citadel and guard it from any 
The bookshelves contain a total of GO tomes, most 
mundane, but one shelf also co 
vulnerability and a wand of illusion 

In Imogen’s private chambers there is a locked trunk 
guarded by a spring-loaded dart trap. Three darts shoot out of 
the trunk, striking, with a THACO of 15 for 1d3 points of dam 
age each, The trunk contains 650 gp, 440 sp, and a scroll of 
protection from elemensals, Beneath her bed there is a secret 
Magstone that reveals a small compar 
contains her spellbook 


s oil of elemental in 


nent. The compartment 


16, Guesr Cuauaees: Barmies and bubbers who are being 
evaluated or cured are kept here in locked cells, Currently 
oing treatment, The 


room has nine stone cells along the southern wall, and an 


open area which doubles as a guardroom. To yet 


one would have to eseape the eel} and then pass 
thre 


nding. watch here 
The 


ards raise the alarm if anything unusual happens, 
ards in Area 12, They know that the barmies 
are being treated and then deceived into believing they have 


died and been resurrected, but they don’t know how the 
priests ane olny about it 
The barmies are named Alvion, Clarent, Shiltman, and 


Ulfwood, Each of them was a prime adventurer who was 


driven insane by the sheer reality of the planes beyond their 


‘own worlds. With a little time and magical assistance (charm 


person, suggestion, and remove fear all have proven useful) 


nity. Unfortu 
lp when they 


these borderline cases can be restored 10 full 


nately, most barmies don’t get that kind af 


arrive in Sigil as crackpots 
The barmies believe that they are waiting in purgatory 
powers, They are kept Isolated 
mpare notes with each other, They are still 
ir “deaths” and even more surprised to find 


and don't get t 
surprised by thi 
out that the after 

Alvion and Ulfwood refuse to 5 


is. as IL appears to be 
Jk 10 the PCs, believing 

them (0 be fiends sent to distract them from their upcoming 
nto heaven, They'll have to be subdued ta be res 


cued. Clarent |s a 3rd-level chaotic-neutral fighter who is 
spoiling for a fight and believes anything he (s told, Shill 
is a and-level priest who is disillusioned with the “facts” of 

1's experienced 
shock, following directions like an au 
the barmies have any weapons or armot 


maton, None of 


oa1e 


THE ILLUMINA+ED 


Imogen eventually realizes that the Citadel is under attack 
ind swiftly mobilizes the base’s defenses. She takes her tw 


bodyguards, Hurfang and Trent from Area 14, and the four 
guards who Were off duty inside the guard tower (Area 9). ( 
any of these characters were killed, they are not available for 


Innogen’s force.) Wherever the PCs are, she tracks 
aiid confronts them. This encounter shou 
urns after the PCs have done something to raise suspicion, 


iccur ubeat 110 3 


and it should be timed for the most dramatic confrontati 


You hear the ereaking of armor and bistep 
ahead, Suddenly, a band af armed men escorting githee 
rai woman appear. Steel rasps ax the guards dra 

The githeerai hots them buck with a est 
We are the Muminated, 0 don’t allow fools like 
a inrerfere in our plans! You've been seragged, the lot 


If the PCs surrender, tm 
forward to disarm the party and bind ea 


gen orders her gua 


charac 
PCs will be held in the cells in Area 16 while Imogen contacts 

1 as the DM ate feeling 
kind (or the players have role-played really well and enjoyed 


Green Marvent for instructions. If y 


the udventure), allow the PCs to attempt an escape before 
Imogen receives Marvent's order of execution two days Later. 

I the PCs fight of try to fe 
iercely. They i 


the Illuminated attack 


mong. the guards, but if two 


‘order the remaining troops to withdraw and will try id 


wen will mobilize the stone golem if she is defe 


THE FLAMES 


Run this encounter whenever the PCs destroy or remove the 
gem that maintains the Citade!'s atmosphere 


blue glow of the gem suddenly flare 


bright orange aud then burw out, dead black. The gem is 


onthe he muted roaring of flames you ve 
been I me becomes a thundering blast that 
almo iemperature bey nb rapidly 
In fe w are sweating heavily. Iu there miu 


FINISHING 
+HE ADVEN+URE 


The most rewarding 
destroy the gem that renews the Citadel's atmo: 
phere, and then escape through either portal back to 


nario Is for the PCs (o reseue the 


‘hey don't accomplish these goals, they can leave an 
although the I 


an end 10 Marvent's operation 
luminaved will reinforce their defenses 
raids against the Citadel, 

W the PC 


fail and are captured by Imogen, things aren't 
They're jailed in Area 16 until the 

ning, to Sigil, A gencrous DM might allow the 

players to plot a jailbreak and then resume the 

he Citadel. IF the PCs succee 

of their faction and get a well-deserved rest, as well as a lit 

tHe Jink 


they return to Sigil as heroe 


DM Now: Ifthe PCS complete 

the adventure by rescuing the 

and destroying the Citadel, 
4 special Hixperience Point award of 

1,000 points per surviving 

appropriate. Reduce this amount If the 
PCs required a lot of hand-holding to get 

through the adventure 


a 
< AMVALLHOWN 
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Guest | 
ROOM 


ee CURTAIN 


) rrremace = 


ce TABI 


NPC MASTER TABLE 


Ty Deseso Maw (Pa): AC 10 (no armor); MV 12; HD 3410; hp 
22; THACO 18; #AT 2; Dmg 14343 (insane rage); AL CN 
(variable); XP 120, 


Tvinwe Smoiwwine (Fils AC 5 (chain mail); MV 12; HD 3410; 
hp 22; THACO 18; #AT 1; Dmg 1d8+2 (long sword); SA long, 
sword specialist; 12 gp, 19 sp; AL CG; XP 120. 


Mover Tow (12) AC 7 (leather armor, Dexterity); MV 12; HD 
2d6; hp 8; THACO 20; #AT 1; Dmg 1d4 (dagger); SA thief 
abilities; 2 gp, 4 sp, 17 cp; AL NE; XP 65. 


Navsiiicy Paiisr (P): AC 5 (scale mail, shield); MV 12; HD 
348; hp 16; THACO 20; #AT 1; Dmg 1d6+1 (mace); SA spells 
bless, command; aid; AL CN; 11 gp, 20 spi XP 120, 


L)90 (Wal, AC 6 (armor spell in effect); MV 12; HD 444; hp. 
9; THACO 19; #AT 1; Dmg Lda (dagger +1); SA spells 
Jriends, grease, magic missile; invisibility, wizard lock; 18 gp, 
27-sp, 4 cp; AL LN; XP 270, 


fees (Pe): AC 8 (leather armor); MV 12; HD 246; hp 7; 
‘THACO 20; #AT 1; Dmg 1d6 (club); SA thief abilities; 11 gp, 
37 sp; AL NE; XP 65, 


Hun ane (wonboutite Gules AC 3 (banded mail, shield); MV 9; 
HD 3d8; hp 16; THACO 17; #AT 1; Dmg 1d6+3 (mace, 
Strength); 28 gp, 33 sp, 18 cp; AL LE; XP 120. 


Tews (FAC 4 (splint mail); MV 12; HD 3410; hp 23; THACO 
18; #AT 1; Dmg 1d6+6 (short sword +1); SA short sword 
specialist, Strength 18/05; 44 gp; AL NE; XP 270. 


Brosnan UM): AC 5 (chain mail); MV 12; HD 4d8; hp 19; 
THACO 18; #AT 1; Dmg 14443 (war hammer +2); SA spells 
cure light wounds, detect magic, remove fear; hold person, 
know alignment; 15 gp, 28 sp, 4 ep; AL LE; XP 270, 


__monsren crours 
COLLHCTORS 2 CRAFTSMEN (5 OR 12): AC 10; MV 12; HD 146; hp. 
‘Jeach; THACO 20; #AT 1; Dmg 1d6 (club); 1d6 ep each; AL N; 
XP 7 each. 


Buiakens ak DooMauakos (5 0K 4 ano 5) (Pt): AC 5 (chain mail); 
MV 12; HD 110; hp 6 each; THACO 20; #AT 1; Dmg 1dB 
(long sword) or 144 (light crossbow); 346 gp, 4410 sp each; AL 
N; XP 35 each, 


Xqustrecy Muecenaes (6) (FO): AC 6 (brigandine, shield); MV 
12; HD 2d4 hp; hp 4 each; THACO 20; #AT 1; Dmg 16 (short 
sword); 2d6 sp, 348 cp each; AL NE; XP 15 each. 


SUADOWRNAVE'S Bastiens of IuunmartD GuAKDS (4 08 2) (FO): AC 
|, shield); MV 12; HD 244 hp; hp 5 each; THACO 
20; #AT 1; Dmg 1d8 (long sword) or 1d4 (dagger); 346 gp, 
4d10 sp, 348 cp; AL NE; XP 35 each, 


Dostwry, EL GuAkos (6°) (FL): AC 3 (plate mail); MV 12; HD 
1410; hp 6 each; THACO 20; #AT 1; Dmg 1d10 (halberd) or 
1d6 (short sword); 4410 sp; AL N; XP 35 each, 


Dustman, Cartan (ornernar F3/W3)> AC 3 (banded mail, 
shield); MV 12; HD 3; hp 14; THACO 18; #AT 1; Dmg 1d8 
(long sword); SA spells magic missile, sleep; ESP: 448 gp, 
4d10 sp, 2d6 cp; ALN: XP 175, 


Dusty AvekAGt (FO): AC 7 (ring mail); MV 1 
each; THACO 20; #AT 1; Dmg 1d6 (short sword); 206 gp, 346 
sp, 306 ep; ALN; XP 15 each, 


Dusan ok fauninrin Peiess (3): AC 5 (scale mail, shield); 
MV 12; HD 348; hp 14; THACO 20; #AT 1; Dmg 146+ (mace); 
SA spells command, cause fear; hold person; 446 gp, 4410 sp, 
4d6 cp; AL Ns XP 120, 


Distasi Maot (WS): AC 6 (armor spell); MV 12; HD 5d4; hp 
14; THACO 19; #AT 1; Dmg 1d6 (staff) or 143 (dart); SA spells 
charm person, color spray, shield, wall of fog; Melf's acid 
arrow, mirror image; vampiric touch; 246 pp, 348 sp, 4410 sp; 
AL NE; XP 420, 


Zoninues ("AC 8; MV 6; HD 2d8; hp 9 each; THACO 19; #AT 
1; Dmg 1d8; SD immune to charm, hold, sleep, death magic, 
poison, and cold damage; AL N; XP 65 each, 


Sheurvons (8) AC 7; MV 12; HD 148; hp 5 each; THACO 
WAT 1; Dmg 1d6; SD immune to charm, hold, sleep, death 
magic, poison, cold damage, Type S or P weapons do '% 
damage: AL N; XP 65 each. 


Mowsii Sertirons (8°): AC 6; MV 12; HD 6d8; hp 27 each; 
THACO 15; #AT 1; Dmg 2d8; SD immune to charm, hold, 
sleep, death magic, polson, cold damage, Type S or P weapons 
do damage; ALN; XP 650 each. 


Honouniins (}: AC 5; MV 9; HD 144; hp 6 each; THACO 19; 
#AT 1; Dmg 2d4 (morningstars) oF 146 (short bows}; 248 gp, 
3d8 sp, 2410 cp; AL LE; XP 35 each, 


Stow Goi (1): AC 5; MV 6; HD 14; hp 60; THACO 7; #AT 1; 
Dmg 348; SA slow spell once per two rounds; SD immune to 
‘most spells, struck only by +2 weapons; AL N; XP 8,000. 


Bans (FO): AC 10; MV 12; HD 1d6 hp; hp 4 each; THACO 
20; #AT 1; Dmg 142 (bare hands}; ALN (variable); XP 7 each, 


* See text for variations. 
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